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Introduction 


This is an organized index of creatures that have 
been created to supplement the HeroQuest universe. 
Many of these are based on their WarHammer 
counterparts. 


The points system was added to allow for evenly 
matched skirmish battles and is equivalent to the 
system used by HeroScape. 


Legend: 


The following symbols and rules are reoccurring 
throughout the bestiary and will help you understand 
and interpret the characters’ statistics correctly. 


1D6 

1D6 is the standard notation for one standard six 
sided die. You will most often see this listed in the 
movement to denote a character that can move 
randomly within the limits of one or two rolled dice. 


+ and - 

The + and — symbols are used to denote that an effect 
adds or subtracts a value from a character. For 
instance, -1D6 would mean that the character rolls 
one less six sided die than they normally would. The 
pluses and minuses will most often be found in the 
monster abilities. 


1CD 
1CD is the notation used for one of the special 
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combat dice associated with HeroQuest. Attack and 
defend dice are always assumed to be combat dice. 

This notation is used for special circumstances that 

may also use combat dice. 


1AD 

1AD is the notation used for a single Attack Die. 
When using this notation it is assumed that the 
character attacks using skulls. 


1DD 

1DD is the notation used for one Defense Die. When 
using this notation it is assumed that the character 
uses shields according to their alignment: White 
Shields for Heroes and Black Shields for monsters. 


1BP 
1BP is the notation used for one Body Point. These 
are a creature’s health. 


IMP 
1MP is the notation used for one Mind Point. This 
represents a character’s mental prowess. 


3/3 Cost: 25pts per additional attack 

This is a common notation for Attack Dice. It means 
that this character has multiple attacks per turn. In 
the case above, the character may attack with 3 
combat dice twice. This attack can be carried out on 
the same opponent, or two separate adjacent ones. 


4(2) 
This notation is used for Attack Dice to symbolize 
that a character has a ranged attack. The first number 


is the ranged attack, which can be used on any 
opponent in the character can see, except adjacent 
ones (unless otherwise stated). The number in 
parenthesis is the character’s adjacent attack. In the 
example above, the character’s ranged attack is 4 
combat dice, and they may attack adjacent characters 
with 2 combat dice. 


*% 


The asterisk may appear with or without a number in 
front of it. This is usually used in Attack and Defend 
Dice. This means that there are special rules that 


may change the number of dice used for this statistic. 


Variable 

Variable means that a character’s statistics are not 
set in stone. Most of these are defined in the quest 
book associated with the characters. 


B) Cost: 20pts 
This notation is used for Defend Dice. It means that 
this character only has to roll only | shield of the 
appropriate color to defend against all skulls rolled 
by an attacking character. 


Character Cost: 

Each creature has a cost that is used to define the 
power of a creature and their aptitude in battle. The 
costs can be used by Game Masters to help them 
determine the difficulty of all of the creatures in a 
Quest or used to determine army values in skirmish 
battles. 


Several factors go into calculating the cost of 
characters and their abilities. Below, is a list of 
several contributing factors and their cost. These 
elements can be used to create new abilities and 
creatures. 


When creating characters, no character value should 
ever be higher than 15. Use Abilities to supplement 
the effectiveness of a character rather than adding 
higher numbers. 


Note: All starting Heroes found in the Player 
Manual have a cost of 105 points. 


Attack Dice: 

The attack cost listed in the table below is used in 
character creation and in the creation of special 
attacks. 


Attack 

sca Cost 
1 5 
2 5 
3 10 
4 10 
a 15 
6 25 
| 40 
8 55 
9 70 
10 85 
11 100 


Attack Body Point cost listed in the table below is only used 


Dice oot in character creation. 
12 120 
13 145 i Hae Cost 
14 170 1 E 
15 195 5) 10 
Defense Dice: 3 15 
Defense dice cost listed in the table below is only 4 20 
used in character creation. 5 25 
6 35 
Dele ee Cost 7 40 
Dice 
1 5 8 50 
9 65 
2 10 
10 80 
3 20 
11 95 
4 25 
12 115 
5 30 
13 130 
6 40 
14 150 
i 2 15 170 
8 55 
9 60 Mind Points: 
10 70 Mind Point cost listed in the table below is only used 
11 75 in character creation. 
12 85 
13 95 = Ha Cost 
14 100 1 5 
15 105 5) 5 
Body Points: 3 10 


Body 


Points Cot 
4 10 
5 15 
6 20 
Z| 25 
8 35 
9 45 
10 35 
1B 75 
12 95 
13 115 
14 155 
15 195 


Movement Squares: 


Movement Square cost listed in the table below is 


only used in character creation. 


Movemen 
sae cost 

1 5 

2 5 

3 10 
4 10 
5 15 
6 20 
7 25 
8 35 
9 45 


Movement 

Squares Cost 
10 55 
11 75 
12 95 

13 115 

14 155 

15 195 
1D6 10 
2D6 30 
3D6 60 


Range: 

Range cost listed in the table below is only used in 
character creation for characters that have a ranged 
attack and in the creation of special attacks. Range is 
the number of spaces that an attack can reach. 


Range Cost 
1 0 
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Range Cost 
12 AO 
13 50 
14 60 
15 70 

Any Space 
Within 80 
Sight 


Spells: 

Spell cost listed in the table below is only used in 
character creation. The cost is based on the number 
of spells a character can cast. 


Number 
of Spells Cost 
3 Spells 15 
6 Spells 25 
9 Spells 30 
More 
than 9 50 
Ability Cost Factors: 


The following factors are used in the cost of abilities. 


These are used when calculating special attacks and 
other abilities that affect characters. 


Area Cost: 

This ability affects several squares at once. The cost 
of abilities that affect an area is figured by 
multiplying the area cost of each square up to 6, and 
adding it to the cost of every 10 squares over 6. If 
there are not enough squares in the area to make a 


full set of 10 squares, the cost is still 5 points. Any 
area over 100 squares cost a flat rate of 80 points. 


Area Cost 
1 Square 5 
(6 and under) 

Each 10 

Squares over 5 
6 

Over 100 80) 


Squares total 


Flat Cost: 
The following factors have a flat cost. Figure the 

total cost of any ability by multiplying the total of 
each factor by its cost. 


Factor Cost 

1 Attack Die 10 

1 Defense Die 5 

1 Body Point 10 

4 Spaces 5 

1 BP of 

Healing 25 

- BP per 45 
urn 

Automatic 

Shield or 

Skull in 30 

Attack or 

Defense 


Group Cost: 


This ability affects any creature of a specific type 
(i.e. Polar Bears, or any Elf), or a group of character 
types. When figuring the number of creatures in a 
group, count the number of characters under that 


type. 


For example, Ogres count as a group of 5 because 
there are five different types of Ogre. 


Group Cost 
1 Creature 5 
type 

5 Creature 

types 10 
Any group 

larger than 5 20 


Source Cost: 

This ability only affects a specific source or is 
affected by a specific source. For each source, there 
is a cost. Add the sources to find the total cost. 


Source Cost 
Arrows 5 
1 Element 

(Air, Earth, 5 
Fire, Water) 

Blunt Attacks 10 
Bladed 

Attacks 10 
Metal Armor 10 
Wooden 

Weapons 10 


Source Cost 

ee 20 

a ae 
Symbol Cost: 


This ability requires a success roll to activate. 

The total cost of the success roll is figured by adding 
the cost of the initial activation die plus the cost of 
any additional Combat dice. The total symbol cost 
cannot lower the cost of the ability to less than 5 
points. 


Initial Activation Die 


Terrain Cost 
tS -5 
® 0 
2) +5 


Additional Dice 


Terrain Cost 
@ -10 
® -5 
Q -5 


Terrain Cost: 


This Ability is works based on a terrain type. Add all 
terrain types to calculate the cost. 


Terrain Cost 
Earth 5 
Lava 
Mud 
Rock 
Snow 
Water 
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Applying Cost to a Character: 

When calculating character cost, add all points 
together. If the creature has a ranged and adjacent 
attack, calculate the range attack separately from the 
adjacent attack and add those values together. 


Multiple Attacks: 

If a creature has more than one attack and both 
attacks have the same number of attack dice, do not 
count the attack dice cost for the second attack. 
Instead, the additional attack costs 25 points. If one 
attack cost more, count the cost of the largest attack, 
and charge the 25 points for each additional attack of 
the same type. Ranged attacks and Adjacent attacks 
are considered separate and should cost their full 
character creation cost without a multiple attack 
discount unless there are multiples of each type. 


Percentages: 

Some abilities that affect movement are based on a 
percentage of the total character cost. Before 
calculating the percentage, calculate all stats and add 


the value of all point based abilities. Multiply this 
total by the percentage of this ability to get the 
ability cost. Round the percentage cost to the nearest 
5 points and add it to the previous total. 


When dealing with more than one percentage, figure 
each one separately and only add the percentage 
based ability costs after all percentage based abilities 
have been calculated. 


Common Abilities: 

These rules are used repetitively on certain sets of 
characters. Instead of repeating them, the rules have 
been collected here and only a bold header will 
appear under the character’s notes section to denote 
that a rule is used. Any header in the notes section of 
a character that is in bold should have the complete 
rule below. 


Absorb: 2 Physical 

Cost: Source cost per damage point absorbed 
This creature has the ability to absorb a certain 
amount of damage from a certain source before 
defending. This damage is not taken off of the 
creature’s Body Points and is treated as 
automatically blocked. 


Additional Action 

Cost: 30pts 

This creature has an additional action phase which 

can be used to either move or make an attack. This 

additional action can be taken after the creature has 
moved and/or attacked. 


Ambush 

Cost: 35pts 

When a player is entering a previously unexplored 
area containing this creature, this creature may 
immediately attack as soon as it is in sight. The game 
master does not need to wait on his normal turn. If a 
player has not preformed an action when they are 
ambushed, they may counter attack after all 
ambushing characters have moved. 


Amplified Damage: 2 

Cost: 15pts per AD of connected attack 
When attacking, all skulls rolled cause the amount of 
damage indicated. Each skull is blocked normally by 
a single shield, but all unblocked skulls cause the 
increased damage. In the example above, this 
creature causes 2 points of damage for each 
unblocked skull rolled in an attack. 


Aura: +1DD (6 Spaces) 

Cost: Group cost + 10pts per AD + S5pts per DD 
+ Spts per 4 Spaces of range over 4 

This creature creates an aura that gives all of its 

allies within its line of site the additional defense 

and/or attack dice as long as they are within the 

range listed. In the example above, all allies up to six 

squares away gain | extra defense dice as long as 

they can be “seen” by this creature. 


Avenging Spirit: +1AD 
Cost: 10pts per CD + 5pts per 4 Movement 
Squares 


If this creature is killed, place a counter next to any 
other creature on the gameboard. The spirit of this 
dead creature adds the number of combat dice 
indicated to the chosen creature’s attack, defense, 
and/or additional movement spaces. In the example 
above, | combat die would be added to the attack of 
the selected creature. 


Bane 


Cost: 65pts 


This creature can create a cloud of poisonous gas 
that will envelop one room or up to a three square 
radius outdoors. All characters in that room or area 
will suffer 2 body points of damage unless they can 
roll a 1 on a number of six sided dice equal to their 
mind points. 


Berserk 


Cost: 15pts 


Once per turn, just before it attacks, this creature 
may attempt to go Berserk. It must roll 1D6 to 
determine the outcome using the following table: 


Die Effect 
Roll 


] It is so infuriated that its attack 
goes wild and it hits nothing. 
The attack fails. 

2-4 | It is very angry, but the anger 
has no effect on its attack. It 
attacks as it normally would. 


5-6 | It goes Berserk and makes two 
attacks. These can be on a 


single enemy or two adjacent 
targets. 


Bloodlust: +1AD, +1DD (3 Max) 

Cost: 10pts + 15pts per CD - 5pts for each Max 
under 3 

Place one counter on this creature for each creature 

killed in its line of sight. Counters give the creature 

the additional attack and/or defense dice listed until 

it is slain. If a maximum is listed, this creature can 

only gain that many counters. 


Camouflage: Snow 

Cost: 15pts + Terrain cost 
This creature blends into its surroundings and can 
only be attacked by an adjacent opponent. If a terrain 
feature is listed after this ability, the creature can 
only maintain camouflage while on a space 
containing that element. 


Carry 

Cost: 5pts 
This creature can carry any willing, smaller 
character. Before moving, choose any adjacent, 
smaller character. After moving, place that character 
adjacent to this creature again. 


Charge 

Cost: 10pts 
This creature is able to charge a figure by moving 5 
or more squares in a straight line onto an adjacent 
square with them (not a diagonal square). It may 
then roll 2 extra attack dice when it attacks that turn. 
If the creature is already adjacent to a player or 
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mercenary at the beginning of the Game Master's 
turn then it cannot charge that turn. 


Clone: @ @ x2 

Cost: 30pts per clone + Symbol cost 
Instead of taking an action, this creature may attempt 
to create a clone. To do so, it must roll 1 combat die 
for each symbol indicated. If it rolls the combination 
indicated, place a creature of the same type in an 
adjacent square. If multiplication follows the 
symbols, this creature may attempt to clone itself 
that many times. In the example above, the creature 
may roll 2 Combat dice twice. If a skull and a black 
shield are rolled, a clone is created on an adjacent 
square. If the creature succeeds both cloning rolls, 
two clones are created. 


Command 

Cost: 20pts 
This creature compels an irresistible obedience. The 
target of the creature’s command may attempt to 
break free immediately or on a future turn by rolling 
1D6 for each of his Mind Points. If a 6 is rolled, he is 
free. Otherwise, he is controlled by the Game Master 
as a monster. The game Master cannot cause the 
commanded character to hurt himself, but may use 
him to attack other characters. 


Counterstrike 

Cost: 45pts 
When rolling defense dice against a normal attack 
from an adjacent attacking character, all excess 
shields rolled in defense count as damage to the 


attacking figure. Counterstrike damage cannot be 
blocked. 


Courage: Zombies: +1AD (3 Max) 

Cost: Group cost + 10pts per AD gained + 5pts 

per DD gained up to Max 

This creature gains courage from the presence of the 
monster listed. For each of the monster in this 
creature’s line of sight, it gains the additional attack 
and/or defense dice listed. If there is a maximum 
listed, the creature cannot gain more than that 
number of dice even if more creatures are visible. 


Critical Strike: +2AD 

Cost: 10pts + 10pts per AD 
When this monster attacks and rolls all skulls. He 
may roll the additional combat dice indicated by his 
Critical Strike. 


Crushing Blow 

Cost: 45pts 
Any unblocked attack of 3 or more skulls by this 
creature reduces the target’s defense dice by | 
Combat die for the remainder of the quest. No target 
rolls less than one combat die to defend. The defense 
dice can only be restored by changing or repairing 
armor. 


Curse of Leprosy 

Cost: 70pts 

This undead creature is cursed. If this creature deals 
1 body point of damage or more, the opponent must 
roll 1D6 per current Body Point. If a 6 is rolled, the 
curse is warded off. If a 6 is not rolled, the victim 
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then loses 1 Body Point until death, at which point 
they become a Servant of Darkness and cannot be 
reanimated. Once set in motion, this curse can only 
be lifted by a Clergyman or Cleric with a successful 
prayer roll or by Holy Water. To successfully banish 
this curse by prayer, the Cleric or Clergyman must 
roll under their Mind points with 2D6. 


Cursed 

Cost: 20pts 
This creature is cursed. When a character kills this 
creature, place a marker by that character to show 
they are cursed. The Game Master may choose at 
any point to do the following: force the character to 
reroll any die (e.g. movement, attacking, defending 
etc); ignore a spell or combat card that has been 
played by them; or discard a Treasure Card when 
they search for treasure. Once the Game Master does 
one of these actions the marker is removed. 


Daemon 

Cost: 5pts 

Daemons are creatures of pure magic and are 
therefore immune to spells and attacks that effect the 
mind (sleep, fear etc) and are not affected by poison 
or disease. They are however vulnerable to certain 
types of weapons, spells and items. 


Deployment: Goblins: +2 Movement 

Cost: Group cost + 5pts per 4 Movement Spaces 
This creature has the ability to tactically deploy a 
specific group of beings, allowing all creatures of 
that type under its command to move the extra 


spaces indicated. In the example above, all goblins 
may move 2 additional spaces. 


Diagonal Attack: 2 Spaces 

Cost: 10pts + Spts per Space 

This creature can attack opponents in diagonal 
spaces. If a range is listed, they can attack any 
creature up to that many spaces away in any diagonal 
direction. Otherwise a creature may only attack | 
space. 


Diseased 

Cost: 70pts 

This creature is diseased. When it attacks it will 
infect its opponent with disease on a roll of a black 
shield, which cannot be defended against. Multiple 
Black Shields add no additional effect. Place a token 
next to the character to show they are diseased. For 
the rest of the adventure the Hero has their Attack 
Dice, Defend Dice and Movement halved unless 
they can find a cure. 


Distraction: Cloud of Flies 

Cost: 10pts 
Some feature of this creature is a distraction that 
causes attackers to roll one less combat die when 
attacking them. A short description of the cause of 
the distraction should always follow this header. 


Dominate 
Cost: 25pts 
This creature can dominate the mind of an opponent, 
controlling him for 1 turn only. To do so, both the 
creature and target roll combat dice equal to their 


11 


current Mind points. If the defender fails to block 
any skull with a shield, they are dominated. The 
creature cannot cause the dominated character to hurt 
themselves, but may attack other characters. The 
dominated creature remains so only during the Game 
Master’s turn. 


Double Defense 

Cost: 20pts 

Each shield rolled by this creature in defense blocks 
two skulls of attack damage. 


Double Shot: Repeater Crossbow 

Cost: 15pts 

This creature has some ability that allows it to 
sacrifice its movement phase in order to perform its 
ranged attack twice instead of only once. If the listed 
item or ability is lost, they can no longer use Double 
Shot. 


Drain Body: +1BP 

Cost: 10pts per BP or CD 
Some creatures have an attack that drains body 
points form another character. When they use this 
attack, any damage scored against another character 
gives them the advantage listed. Place a Body Point 
counter on the character for each successful attack. If 
they gain Body Points, they may not gain more than 
their maximum body points in this way. In the 
example above, each Body Point of damage caused 
gives this creature | Body Point. 


Element Walk: Mud 
Cost: 10pts + Terrain cost 


When this creature ends its movement space on the 
element listed above, it may be transferred to any 
other space with the same element up to 5 spaces 
away. 


Elemental Boost: Water (+1AD, +1DD) 

Cost: Terrain cost + 10pts per AD gained + 5 pts 
per DD gained 

When this creature is on a space containing the 

element listed above, add the number of combat dice 

listed to its attack and/or defense. When the creature 

leaves the element, the bonus is lost. In the example 

above, if the creature is on a water space, it gains 1 

attack and 1 defense die. 


Evil Eye 

Cost: 100pts 

This creature magically blinds all Enemies in the 
room. Characters defend by rolling 1D6 for each 
Mind Point immediately and each turn afterwards. In 
order to break the spell, characters must roll 2 sixes 
(not necessarily on the same turn). A blind character 
cannot attack, or cast an offensive spell. Blind 
Characters defend with only 1 Defense die. 


Fearsome 

Cost: 10pts 

Fearsome Creatures are so huge and unnerving that 
any character wanting to attack one must roll a 
White Shield on a number of Combat Die equal to 
their initial attack dice (e.g. 3 for the Barbarian, 2 for 
the Elf, etc). If they fail to do so they are overcome 
with fear and cannot attack the monster in hand to 
hand combat, but may cast spells or shoot ranged 
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weapons at them as normal. Mercenaries may only 
ever roll 1 Combat Die when trying to attack a 
fearsome monster. 


Frenzy: 2 Attacks 

Cost: 10pts per additional attack 

Characters with frenzy may attack the number of 
times indicated only their first turn of combat. The 
second attack can be used against their original 
target or an adjacent opponent. After their first round 
they are reduced to their normal attack rate. 


Flight 

Cost: 25% 

Characters with flight can fly over furniture, 
obstacles (such as pit traps), and other figures with 
no penalty. They cannot end their move on a piece of 
furniture or another figure however. 


Note: They may be able to land on small, flat 
furniture (such as tables, chairs, etc.) if the optional 
furniture rules are being used, or they may land on 
large furniture (such as wardrobes and bookcases) if 
the creature is small enough. 


Fortitude: +1DD per -2BP 

Cost: 10pts per AD gained + Spts per DD gained 
+ 10pts if only -1 BP or (-5pts for -2BP + 
-5pts for every additional -1BP) Cannot 
lower cost of Fortitude less than 5pts. 

If this creature loses the amount of Body Points 

listed, they gain the attack and/or defense dice 

indicated. Place a counter next to the creature to 

indicate the added advantage. 


Gang: Skaven 

Cost: 15pts 
When attacking, if this creature attacks the same 
target that another member of its gang has already 
attacked this turn, add one Combat Die to its attack. 


Grapple: -2BP 

Cost: 20pts + 10pts per -1BP 
Instead of attacking, this creature may grapple a hero 
in a crushing hug. If the creature rolls at least 1 skull 
in an attack, or would otherwise cause | body point 
of damage, the opponent is grappled in a powerful 
hug that causes the number of Body Points of 
damage indicated at the start of each of the Game 
Master’s turns. The opponent cannot defend against 
a hug, move, or take actions. The creature may not 
make any other attacks when hugging. This 
continues until either the hero dies, or the creature is 
killed. 


Grouping 

Cost: 15pts 
This creature may combine its attack and defense 
dice with another creature with the grouping ability 
in an adjacent square to attack or defend as one. Any 
unblocked damage is distributed among the grouped 
creatures at the Game Master’s discretion. 


Grudge: Dwarves 

Cost: 5pts + Group cost 
This monster bears a grudge against a certain race or 
being for perceived wrongs committed in the past. 
When fighting, it will always go after the creature it 
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holds a grudge against, and gains | extra attack die 
in any attack against it. 


Hate: Dwarves 
Cost: Group cost 
This creature houses a deep hatred of another race or 
specific creature. On their first turn of combat 
against a hated creature, they may reroll one combat 
die. The result of the reroll must always be accepted. 


Healing: +1BP ® (4 Spaces) 
Cost: 15pts per BP + 15pts per Space + Symbol 
cost 
This creature has the ability to heal other creatures 
including itself. To do so, it must roll 1 combat die 
for each symbol indicated. If it rolls the combination 
of symbols indicated, it heals one figure within the 
number of squares indicated by its range, restoring 
the number of Body Points listed before the symbols. 
In the example above, the creature can restore | 
Body Point to another creature up to 4 spaces away 
by rolling a white shield on 1 Combat Die. 


Hive Mentality 

Cost: 20pts 

This creature may sacrifice its action to give any 
other creature of the same type one additional 
movement or attack this turn. In order to do so, it 
must end its turn within line of site of the creature it 
is giving its action to. They also may not be further 
than 12 spaces apart. 


Ignore: Water 
Cost: 10pts per Terrain ignored 


This creature may ignore the ill effects of the terrain 
listed. 


Immunity: Fire 

Cost: 40pts + Source cost 

This creature has gained immunity to a certain 
element or source of damage. All attacks or ill 
effects caused by that source are reduced to zero. 


Insubstantial: 4 or Less 
Cost: 50pts + (Spts times the number of possible 
success rolls) 
This creature is not solid at least part of the time. 
This creature can be attacked; however the player 
must roll 1D6 before attacking. In the example 
above, the player must roll a 5 or 6 to be successful 
and continue the attack, dealing any rolled attack 
damage. On a roll of 4 or less the attack passes 
through the creature and deals no damage. The 
player does not get a second attack on a failure. 


Insubstantial: Selective 

Cost: 80pts 

This creature can be solid or intangible by choice. 
When it is insubstantial, it cannot attack or be 
attacked. When it is solid, the creature can be 
attacked normally. This creature may change back 
and forth at will, but may not be both solid and 
insubstantial in the same turn. When changing states, 
the change takes effect at the beginning of its next 
turn. 


Intimidation: 
Cost: 30pts + 10pts if 8 or + 20pts if @ 
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Before attacking, this creature may try to intimidate 
its opponent by rolling 1 Combat die. If the symbol 
listed is rolled, the target is intimidated and can only 
roll 1 Defense die against this creature’s attack but 
only for this turn. 


Invisibility 

Cost: 150pts 

Instead of attacking, this creature may choose to 
become invisible. While invisible, it may move 
around, within its normal limits, undetected. This 
creature may then choose to become visible again on 
any future turn. If a player successfully guesses and 
chooses to attack the location of this creature while it 
is invisible, they must roll a 6 on 1D6 or else the 
entire attack is a failure. 


Kamikaze: 4AD 

Cost: 5pts + 5pts per 2AD 

This creature can sacrifice its life to make one final 
attack. The target of the attack defends normally. 
Whether the attack is successful or not, the creature 
dies. 


Knockback 
Cost: 10pts 
Any figure defending against this creature’s attack is 
driven backward the number of squares equal to the 
number of skulls it rolled when attacking, even when 
all damage is blocked. If no damage is blocked, the 
defender is knocked back until he hits an obstacle. 
Any figures standing behind him are also knocked 
back. 


Leap: 3 Spaces 

Cost: 5pts + 5pts per Space 

Instead of moving, this creature may choose to jump 
up to the distance listed in a straight line. They may 
not move further than the number of spaces listed, 
however, they may travel diagonally and may pass 
over occupied squares without the permission of the 
occupant. 


Life-link: Vampire 

Cost: 20pts + Group cost 

Whenever this creature deals damage, the creature 
listed gains 1 additional body point. The linked 
creature type must be within line of sight to gain the 
Body Point. 


Magic Resistance: ® 

Cost: 25pts + Symbol cost 

This creature is resistant to magic spells. Any time a 
magic spell is cast on them, they must roll 1 Combat 
Die per symbol listed. If they roll the combination 
listed, the spell has no effect on them. This resistance 
cannot be turned off. 


Melee Defense: +1DD 

Cost: 5pts + 5pts for an additional 3DD 

When attacked by an adjacent creature in physical 
combat, this creature may add the number of dice 
specified to its defense roll. The total Defense Dice 
gained by Melee Defense cannot exceed 4. 


Mighty Blow: +1AD, -2DD 
Cost: 20pts - 5pts per -1DD 
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This creature can increase the number of attack dice 
it rolls by giving up a certain number of defense 
dice. It may give up all its defense dice in this way. 
This affect lasts until the beginning of the creature’s 
next turn. In the example above, the creature may 
gain one attack die for every 2 defense dice it gives 
up until its next turn. 


Mind Blast: 3 Max 

Cost: 20pts per Mind Blast 

This creature can attack the mind of another 
character in its line of sight. The number listed is the 
number of times the creature may use this power. 
This creature and its target both roll Combat dice 
equal to their current Mind Points. The character that 
rolls the most skulls causes his opponent to lose 
Mind points equal to the number of skulls he rolled 
minus the opponent’s total skulls. The maximum is 
the number of times this ability can be used per 
quest. 


Mind Lock 

Cost: 50pts 

This creature can mentally attack a creature in its 
line of sight, disabling it. This creature and the target 
both roll Combat dice equal to their current Mind 
Points. For any skulls not blocked by shield, place 1 
Mind lock counter on the target’s character card. 
Once per turn, the locked character may remove a 
Mind Lock token. At this time he may roll combat 
dice equal to his Mind points. If three skulls or more 
are rolled, he is free. A frozen Hero may not move, 
attack or perform any other action, but 


he may defend against other attacks using only one 
Defend Die. 


Minimum Damage: -1BP 

Cost: 45pts per BP 

This creature’s attack causes the minimum damage 
listed even if no skulls are rolled when they attack an 
opponent. 


Morale: Orcs (+1AD, +1DD) 

Cost: Group cost + 10pts per AD gained + 5pts 
per DD gained 

This creature boosts the morale of all adjacent, 

including diagonally adjacent, characters of a certain 

type. Each adjacent creature of the designated type 

gains the additional dice for attack or defense 

indicated. In the example above, all adjacent orcs 

receive | additional attack and | additional defense 

die. 


Mountable: All normal sized humanoids 
Cost: 5pts 

This creature can be ridden by a single character of a 
certain group. The group that can ride this creature is 
listed. In the example above, any normal sized 
humanoid can ride this creature. This would exclude 
any creature that takes 2 squares or more, or any 
creature that has more than 2 legs. 


Note: Mounting a willing beast replaces the action 
phase of a character’s normal turn. When mounted, 
both creatures use the movement rate of the mounted 
creature, but they retain their separate attacks and 
turns. Anyone wishing to attack a mounted animal 
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must chose to direct their attack at the mount or the 
rider. If one creature is killed, the group is replaced 
with one that depicts the survivor. 


Overexert: -1BP 

Cost: -5pts times the number of total Body Points 
This creature may chose to lose the number of Body 
Points specified in order to gain 1 additional turn. 
This ability can only be used once per round. 


Overwhelming: 3 

Cost: 50pts - 10pts for every number over | 
These creatures often attack in packs. When more 
than the specified number of these creatures attacks a 
single character, that character becomes 
overwhelmed by them. For the number of creatures 
specified, the character loses 1CD of attack. For 
every additional creature over three, they lose an 
additional Attack Die to a minimum of | Attack Die. 
Even creatures that are in an adjacent diagonal 
square will contribute to this effect. In the example 
above if four creatures were attacking, the character 
would lose 2CD of attack, unless it would drop him 
below | attack die. 


Pain Driven: 2 Max 

Cost: 10pts - 5pts if Max is less than total Body 
Points 

This creature gains 1 extra attack die for each Body 

Point it loses up to the maximum listed. In the 

example above, the creature gains | Combat die per 

lost body point up to 2, but gains no additional dice 

if it loses 3 or more Body points. 


Paralyze: Touch 
Cost: 45pts 
This creature’s attack can paralyze other creatures. If 
this creature deals 1 body point of damage, the target 
is paralyzed. The target must immediately and on 
each following turn roll 1D6 per body point they 
have left. If a six is rolled, the character may move 
on their next turn. While paralyzed, a character may 
not move or attack but may defend with no more 
than 2 combat dice. 


Parry: 5 or 6 

Cost: 5pts + (10pts times the number of possible 
success rolls over 1) 

This creature can parry an incoming blow. When it is 

attacked, it may roll 1D6. If it rolls in the number 

range listed, it turns away the blow, causing it no 

damage. On a failed roll, it cannot defend and takes 

all of the damage. 


Pass Through: Small 
Cost: 10% 

This creature has the ability to pass through occupied 
squares without the occupant’s permission due to 
some inherent trait. This trait is dependant on ability, 
such as small size. If the creature changes size or 
loses their special trait, they also loose the ability to 
pass through occupied squares. A creature with pass 
through cannot occupy the same as another creature, 
even with their permission. 


Passable: Attacked with 1CD 
Cost: 5pts per CD 
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Any character can travel though the square this 
creature occupies without its permission. If a penalty 
is listed, any character, Hero or monster, moving 
through this square suffers the penalty. In the 
example above, any creature passing through this 
creature is attacked with 1 Combat Die. 


Persuadable: Elf or Druid ® 

Cost: -30pts - Group cost 

This creature can be persuaded to fight for the hero 
designated by rolling a the symbol listed using a 
single combat die. The hero may do so once per turn 
instead of taking an action. Only one persuadable 
creature can be charmed in this way at a time. Treat 
the persuaded creature as a mercenary until it is 
defeated. In the example above, the creature can 
persuaded to fight for the Elf or Druid if they roll a 
white shield on 1 combat die during the action phase 
of their turn. They may not perform another action 
that turn. 


Petrifying Gaze: Stone 

Cost: 35pts 

Instead of performing an action, this creature can 
turn any one character it can "see" into the element 
listed. A petrified character cannot move, attack, be 
attacked, or cast a spell. Place a paralysis token on 
the character sheet. This effect can only be countered 
by having a mirror shield equipped or using a potion 
of restoration on the afflicted character afterwards. 
Characters must be adjacent to use a potion on a 
petrified character. All items that a petrified 
character was carrying become petrified and are not 
useable until they are free. 


Pickpocket 

Cost: 15pts 

Instead of taking an action, this creature may pick 
the pocket of a character in an adjacent square. It 
must roll 1 combat die. If it rolls a white shield, it 
succeeds and it may remove one non equipped item 
of the Game Master’s choice from the items carried 
by the character. If a black shield is rolled, the target 
detected the attempt and may immediately attack the 
pickpocket (the attack does not count as an action for 
the victim). Roll Attack and Defense Dice as normal. 


Poison: Arrows 

Cost: 35pts 

This creature uses or produces a poisoned weapon. 
When attacking with this weapon or method they 
attack and are defended against normally but have a 
chance of poisoning. If a black shield is rolled, the 
target is poisoned. A black shield cannot be defended 
against, though multiple black shields cause no 
additional effect. Place a marker by the character to 
show this. On each of their turns, they must roll 1 
combat dice. On a roll of a skull, they lose 1 Body 
Point. On a roll of a black shield, the poison runs its 
course and the token is removed. Poison can be 
cured through potions or magic. 


Poison (Magic): Staff 

Cost: 45pts 

This monster's attack is enhanced by a deadly magic 
poison. A Hero who suffers 1 Body Point of damage 
is treated as poisoned. A poisoned Hero will lose 1 
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Body Point on each following turn until they are 
cured through potions or magic. 


Ranged Defense 

Cost: 10pts 

When rolling defense dice against an attacking 
character who is not adjacent, one shield will block 
all damage to this creature. 


Reach 

Cost: 10pts 

This creature has a long reach that allows them to 
attack figures that are two squares away, but not 2 
squares diagonally. They may also attack while 
behind another monster; as long as the target is still 
in range. They cannot attack from behind another 
large monster. 


Reaction Strike: 2AD 

Cost: 15pts per AD 

This creature may make one immediate attack on a 
character that moves into an adjacent square, even if 
they are just passing through. Roll attack and defense 
as normal. This does not count as an action. Any 
character cannot be attacked more than once per 
turn, even if they move into a different adjacent 
square in the same turn. 


Regenerate: +1BP ® or @ 

Cost: 25pts per BP + Symbol cost 
Characters with regeneration may heal the number of 
body points indicated at the beginning of their turn. 
They may not gain more than their maximum 
number of body points in this way. This creature 


regenerates every turn until they are killed. Some 
creatures require a success roll before they can heal. 
These rolls will be noted by symbols following the 
regeneration value; they must roll 1 Combat die for 
each symbol. These creatures will not heal 
automatically if they fail to make their roll. In the 
example above the creature will only heal 1 Body 
Point if a white shield or black shield is rolled on 1 
Combat Die. 


Residual Damage: -1BP 

Cost: 10pts + 10pts per BP 

When a character is damaged by this creature, they 
also lose the number of body points indicated on 
their following turn. Use residual damage tokens to 
keep track of the total Residual Damage. 


Resurrect: @ 1 Max 
Cost: 5Opts + Symbol cost — Spts per Max under 
> 
If this creature is killed, roll 1 Combat die for each 
symbol listed. If the roll matches, the character is 
resurrected with full Body Points. If a maximum is 
listed, the creature can only be resurrected that many 
times. If no max is listed, the creature can resurrect 
as many times as it succeeds is resurrection roll. If 
the creature is killed with Holy Water, it cannot 
resurrect. 


Retaliate: LAD 

Cost: 15pts + 10pts per AD 

Whenever this creature suffers 1 or more Body 
Points of damage in hand to hand combat, it may 
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immediately attack its attacker with the number of 
attack dice listed. 


Riposte: +3AD 

Cost: 10pts per AD 

When this creature attacks and none of the attack 
damage is blocked, the monster may roll the 
additional attack dice indicated by its Riposte ability. 
Any skulls rolled by a Riposte attack cannot be 
defended. 


Running Attack 

Cost: 30pts 

This creature is capable of attacking while running. 
When moving, it can choose any target that is 
adjacent to its movement path to attack before 
finishing the move. 


Sacrifice Turn: 2 Squigs 

Cost: 40pts per creature + Group cost 
This creature may skip its turn to give the creature 
listed above, within its line of sight, one extra turn. If 
there is a number before the type of creature it can 
sacrifice its turn to, then that many creatures may 
take an additional turn. 


Scatter: 4 Spaces 

Cost: 10pts per 4 Spaces 
When this creature is attacked, you may instantly 
move any 2 creatures of the same type the number of 
Spaces indicated. 


Seething Anger: +1AD 
Cost: 10pts per AD 


Whenever this creature rolls no skulls on an attack, it 
may add the number of attack dice listed on its next 
attack. 


Shape Shifter: Wolf 
Cost: Attack Dice character creation cost + 

Defense Dice character creation cost of all 
alternate forms 

This creature can change its form. All alternate 

forms are listed with the creature. When the creature 

changes to an alternate form, they retain their 

original Body and Mind points, but change their 

attack, defend dice, and movement to match those of 

their new form. 


Shuffle: 2CD 

Cost: 15pts per CD 
This creature has a certain number of Combat dice 
that can be used for either defense or attack. When 
the creature is placed on the gameboard, the Game 
Master must state how these dice are distributed. 
Only at the end of each turn, may this creature 
redistribute the combat dice any way it wishes. The 
change remains in effect until the end of the 
creature’s next turn. 


Soul Drain: +1BP 

Cost: 45pts + 10pts per CD or BP 
Each time this creature kills another creature, it gains 
1 counter. Each counter gives it the any additional 
Body points or combat dice listed. Soul drain cannot 
be used on the Undead. 


Spell Caster: 3 Chaos Spells 
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Cost: Spell character creation cost 

This creature has knowledge of magic and may cast 
spells. Choose the spells indicated or a number of 
spells from the spell pool indicated after the spell 
caster notation. 


Spillover: 1CD (1 Space, Including Diagonally) 
Cost: Area cost + 10pts per CD over 1 
This creature’s attack causes spillover damage. In 
addition to attacking the target creature, it also 
causes the amount of damage indicated to all 
creatures in the spaces around the target. All 
creatures attacked by spillover damage can roll 
defense unless otherwise stated. 


Spread Attack: 3CD Max 

Cost: 10pts + 10pts per CD 
This creature may spread its attack among several 
enemies. It may choose to divide its attack among 
any number of enemies but may not attack an enemy 
with any less than 1 Combat die. If a maximum is 
listed, no more than this number of Combat dice can 
be used to attack a single foe. This creature may 
continue attacking until all combat dice are used, or 
no other opponent is in range. 


Sprint 

Cost: 10pts 
Immediately after moving for the turn this creature 
may roll 1 Combat Die. If anything but a white 
shield is rolled, they may move 1D6 extra spaces. 


Stackable: 3 
Cost: 5pts times the total number of stackable 


creatures 
Some monsters are small enough that more than one 
may fit on a single square. In the example above, 
three creatures of this type can fit on a single square. 
Creatures cohabiting in this way attack and defend 
with a single attack and defense equaling the total of 
all monsters sharing the square. These creatures 
maintain separate mind and body points and are 
removed when damaged enough to kill a single 
creature. 


Note: Unblocked damage does not spill over to the 
next creature in the stack. 


Summon: Giant Spider ® 

Cost: 30pts per creature summoned + Symbol 

cost 

This creature has the ability to summon another 
creature to its aid. Instead of taking an action, this 
creature may attempt to summon the creature listed 
by rolling 1 combat die for each symbol indicated. If 
it rolls the combination indicated, place the 
summoned creature as far from the Heroes as 
possible while still being in their line of site. 


Summon Reserve: +2AD 

Cost: 10pts + 10pts per CD 
This creature may skip its current turn in order to 
add the number listed to the combat dice of its next 
attack. 


Sure Shot 
Cost: 10pts 
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This creature may reroll all Attack Dice once when 
making a ranged attack. The second result must 
always be accepted. 


Throw (5 Spaces) 

Cost: 10pts + 5pts per 4 Spaces 
This creature may throw any willing creature that 
has less attack and defend dice than it. Add both 
creatures’ attack dice together for a ranged attack on 
any opponent within line of sight. Whether the attack 
is successful or not, the thrown creature dies. If a 
range is listed, the thrown creature may only be 
targeted at a creature within that number of spaces. 


Tough 

Cost: 25pts 
When defending, this creature can block a hit on a 
roll of either a white shield or a black shield. 


Trample 

Cost: 10pts 
All unblocked damage left over from its attack is 
also applied to the next creature behind the first. 
Second creature may defend normally. Trample does 
not work diagonally. Trample damage is applied 
even if the next creature is a monster. 


Twist Fate: 1 Reroll 

Cost: 10pts per Reroll 
This creature has the listed number of rerolls that it 
may use per quest. These rerolls can be for anything 
that requires it to roll the dice (attacking, defending, 
etc). This creature must completely reroll all dice 
when using this ability. 


Undead 

Cost: -10pts 

Undead are unaffected by spells and attacks that 
would affect the mind (sleep, fear etc). They are not 


affected by poison or disease as they are already 
dead. 


Vanish: 5 or 6 

Cost: 60% 

If this creature is attacked, it may attempt to vanish. 
To do so, it must roll in the number range listed on 
1D6. If it succeeds it may immediately move up to 4 
spaces away. If vanish fails, roll defense dice as 
normal. 


Walk Through Walls 
Cost: 10pts 

This creature can move freely through furniture, over 
traps, and even through walls but may not pass 
through other creatures without their permission. 
This creature cannot end its turn on furniture unless 
the optional furniture rule is used. 


Weakness: Physical Attacks 

Cost: -Spts - Source cost 

This creature has an element or source of damage 
that they are weak to. If they receive damage from 
this source, all unblocked damage is doubled. 


Whirlwind Attack 

Cost: 40pts 

This creature may attack any or all adjacent 
characters. Roll each attack separately. 
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Non Player Characters 


These characters are not enemies or allies, but appear 
in adventures as a neutral influence. They enhance 
the role playing experience. 


Master Agin Cost: 230pts 
This is the proprietor of Agin’s Inn. He is a tall 
massive man who has retired from adventuring, but 
still has a good deal of muscle hidden in his stocky 
frame. Few have bested him in a bar fight. He keeps 
a crossbow under the bar that is loaded with a heavy 
lead ball instead of a bolt in case of trouble. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


2D6 


3(2) 


5 


5) 


3 


Notes: 


Crossbow: 


If a character takes two or more Body points of 
damage from the crossbow, they become knocked 
unconscious. 
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Beasts of Burden 


Beasts of Burden can be hired either to carry 
adventurers or their supplies. In certain environments 
they will be required. 


Horse 


Horses are the 
preferred means of 
travel in the empire. 
They are well suited 
for most characters 
and accommodate 
some of the most 
adverse situations. 


Cost: 100pts 


extra Attack Die. If the horse has a rider, they must 
roll one white shield on a number of combat dice 
equal to their current Body Points, or else fall from 


the horse. 


Pack Mule 


Cost: 50pts 


Pack mules are choice 
beasts of burden in the 
desert regions and among 
merchants. They are 
known for being able to 
bear heavy loads, but are 


slow and sometimes 


rebellious. 
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Notes: 
Charge 


Mountable: All normal sized humanoids 


Stomp: 


If the horse is next to an opponent at the beginning 
of its turn, it may chose to rear up and stomp him 
with its hooves. When doing so, the horse gets | 
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Notes: 
Mountable: All normal sized humanoids 


* Kick: 

If someone passes behind the donkey, friend or foe, 
roll 1D6. On a roll of a 1 or 2, the donkey kicks with 
2 Attack Dice. 


Creatures 


This section contains the most common of 
the dangerous, wild anitmals that an adventurer 
might encounter. 


Alligator Cost: 145pts 
An average alligator's 
weight and length is 800 
Ibs and 13 feet long. They 
normally spend their time 
sunbathing, but can be 


Large and tough, Armor 
Beetles are coveted for 
their steely hard 
exoskeleton in tribal 
areas. Only their wing 
covers can be used as 
armor. Most Armor 
beetles will not give this 
away willingly, but 
Chaos Sorcerers have enchanted these creatures to 
make quick armor for Orc and Goblin hordes. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


3 1 8 2 1 


deadly if provoked. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


5 


2 


4 


4 


1 


Notes: 


Critical Strike: +2AD 


Grapple: -2BP 
Ranged Defense 


Armor Beetle @ 
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Cost: 85pts 


Notes: 

Sacrifice for Armor: 

The Game Master may sacrifice an Armor Beetle to 
give any adjacent monster | additional Defense Die. 
This armor lasts for the remainder of the quest. If a 
Hero kills an Armor Beetle before it has been 
sacrificed, they gain the extra defense die for the 
remainder of the quest. 


Bats 


Bats are usually small, hard to hit opponents 
that hang in groups in caverns and underground 
passages. Most dangerous are the larger variety that 
have been known to overwhelm single adventurers. 


Bat & 


Cost: 75pts 
Bats often fill caverns and the darkest depths of 
dungeons. The keep in packs, but are known to 
venture out alone. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


6 


1 


@ 


1 


Notes: 
Flight 


Giant Bat oO 


Cost: 155pts 


Out of the darkest caves fly the twittering, 


screeching clouds of Giant Bats. These fanged 
monstrosities, held ne 
aloft on great 
leathery wings, 


hide in the 


Notes: 

Flight 

Grouping 
Overwhelming: 3 


Cost: 120pts 


Bears are big 
strong beasts 
that attack if 
their territory 
has been 
invaded or they 
have been 
irritated. While 
their claws are 
deadly enough 
alone, they 
have been 
known to 
grapple and 


shadows, then 
swoop silently 
down upon their 
prey and rip them 
to shreds with 
teeth and talons. 


crush their 
prey. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


7 


3 


3 


6 


1 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


12 


1 


3 


1 


1 
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Notes: 
Grapple: -1BP 


Cave Squig Cost: 15pts 
Cave Squigs are 
unintelligent animalistic 
creatures that will attack, 
and try to eat, anything. 
They can be controlled by 
Night Goblin Squig 
Herders and Night Goblin 
Noisers. 


Crocodiles, although seemingly 
slow, attack with deadly speed 
and accuracy when warriors 
venture too close to their 
proclaimed territory. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


3 


3 


3 


5 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


4* 1 ] 1 1 


Notes: 

*Target Anything: 

A Cave Squig will always charge towards the closest 
figure and attack them. 


Uncontrollable: 

If there are no figures in the same room or passage as 
the cave squig, give the player on the Game Master's 
left a token (called the Squig Token). Now both of 
you roll a 1d6. The person with the highest score 
controls the squig’s movement this turn. Ties must 
be rerolled and once finished, the player passes the 
token onto the player on their left and so on, 
skipping the Game Master). 


Crocodile Cost: 110pts 


2] 


Notes: 


Amplified Damage: 2 


Frog @ 


Most frogs are harmless, but 
some barbed frogs can grow 
large enough to attack and 
devour small Snotlings. 
Frogs attack opponents in 
adjacent squares with a 
barbed tongue. 


Cost: 70pts 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


4 


1 


1 


1 


1 


Notes: 


Pass Through: Small 
Leap: 5 Spaces 


Giant Rabbit 


Soft and furry, giant 
rabbits are often 
mistaken for harmless 


beasts. This misnomer 


is usually recognized 
after it has snacked on 


a fellow adventurer. In 


the northern regions, 
giant rabbit pelts are 
highly prized and reap 
huge rewards for those who survive long enough to 


collect one. 


Cost: 75pts 


for the colony but large numbers have been known to 
take on wolves and horses. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


14 


4* 


4 


3 


2 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6* Pi 2 2 1 
Notes: 
* Additional Action 


Giant Wasp o 


Cost: 210pts 


Giant wasps are 
vicious and will 
attack without a 


- moments notice. 
~; They collect small 


creatures as food 


Notes: 
Flight 


Hive Mentality 
*Poison: Stinger 


Insect Swarm 


Some of the most annoying of creatures of any 


Cost: 70pts 


environment are the swarms of insects that roam the 
land. Individually, they are nothing to worry about, 
but in mass they can be deadly. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


2 


|= 


® 


1 


1 


Notes: 


*Tgnore Armor: 
Because of their size, armor is no defense against 
insects. When defending against their attack, any 
opponent may only roll their starting defense. If the 
opponent is a monster, this is always 1 Combat Die. 


Lizards 


Lizards have been living in Lustria for many 
centuries. They are a fair size larger than normal 
lizards - the humid climate has allowed them to 
prosper. They have also grown to be carnivorous 
over the years. 


Cold One 


Cold Ones are ancient 
green skinned reptiles with 
brutish claws and razor 
sharp teeth. They are 
somewhat immune to pain, 


Horned One é2 


Cousin of the cold ones that is 
swifter, smarter and not as 
strong. They are found in the 
southlands and are ridden by 


Cost: 185pts 


saurus. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


10 


4 


5 


10 


2 


Notes: 
Charge 


Frenzy: 2 Attacks 


having such thick skin. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


10 


4 


3 


8 


1 


Notes: 


Absorb: 1 Physical 

Frenzy: 2 Attacks 

Mountable: Dark Elf Knights, Dark Elf Champions, 
Dark Elf Commanders, Dark Elf Dark Lords, Dark 
Elf Sorceresses and Dark Elf Beastmasters, Saurus, 
Saurus Champions, Saurus Scar Veterans and Saurus 
Oldbloods 
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Mountable: Saurus Scar Veteran and Saurus 
Oldblood 


Cost: 225pts 


Salamanders are great 
amphibians that live deep in the 
jungles and swamps of Lustria. 
They are violently fierce and spit 
venom at their prey. Once the 
venom has partially dissolved 


their victims, the Salamanders devour them with 


their huge jaws. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


6 


1 


6 4*(3) | 4 


Notes: 
Ignore: Water 


*Acid Spray: Salamanders spit globs of burning acid 
at their prey. The spit effects an area of 3 squares by 
3 squares (use a template if available). All that fall 
under this area suffer 4 Attack Dice of damage and 
defend normally. Roll Attack Dice individually for 
each character hit by the acid. 


Water bound: 

Piranhas cannot move on any space that is not 
covered in water. They cannot leave water for any 
reason. If they do so, they die. 


Polar Bear 


Cost: 80pts 


Polar bears live in the artic 
regions and strive from any 
game available. When 
game is scarce, they often 
hunt Ice Gremlins. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


3 


4 


2 


Piranhas ee) 


Cost: 80pts 


Piranhas live in schools of about 
20 fish and will take down a fish 
any size and clean the flesh off the 
bones within minutes. When 
schools of piranha are in a feeding 
frenzy the water appears to boil 
and churn. They are most 
aggressive in the dry season. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


5 7 6 2 1 


Notes: 
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Notes: 
Camouflage: Ice and Snow 
Riposte: +1AD 


Rats 


Rats live in sewers and 
cities where there is a dense 
enough population to support 
them. If you find rats, you can 
be assured that other creatures 
are near. 


Rat @ 


Cost: 70pts 


Rats are often found in the deep damp sewers and 
befriend the Skaven. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


5 


1 


1 


1 


1 


Notes: 


Pass Through: Small 


Stackable: 5 


Speed in Numbers: 
When 3 or more rats occupy the same square, add 4 
to their movement as long as they move together. 


Diseased Rat @ 


Cost: 85pts 


Diseased rats are sickly and often weaker. They may 
still attack if provoked, but they are easily outrun. 


Residual Damage: -1BP 


Speed in Numbers: 


When 3 or more diseased rats occupy the same 


square, add 4 to their movement as long as they 


move together. 


Plague Rat é) 


Plague rats are mutated 


with disease. Through 
some miracle of 
resilience they are 
tougher than most and 


carry a very vile strain of 
disease. They are coveted 
among the Skaven clan 


Cost: 140pts 
V/A 


Pestilen. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


2 


1 


Z 


1 


1 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
3 1 1 1 1 
Notes: 


Pass Through: Small 


Stackable: 5 


31 


Notes: 
Diseased 


Pass Through: Small 


Stackable: 5 


Speed in Numbers: 
When 3 or more plague rats occupy the same square, 


add 3 to their movement as long as they move 


together. 


Scorpion 9) 


Scorpions appear only in 
the warmer climates. They 
prefer the desert regions 


where winter 1s 


Cost: 70pts 


indistinguishable. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
3 2 1 1 1 


Giant Rat ° Cost: 110pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
10 2 pi 2 1 
Notes: 
Grouping 
Overwhelming: 3 
Mutant Rat Cost: 120pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
10 2/2 2 2 1 
Notes: 


Overwhelming: 3 


Scorpions 


Scorpions only appear in the warmest 


climates. They do not usually appear in dungeons, 
but are favored for experimentation among Chaos 


sorcerers. 
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Notes: 


Pass Through: Small 
* Poison: Stinger 


Giant Scorpion 


Giant scorpions are only fond in the deserts. They 
like the burry them selves in the sand and prey on 


unsuspecting passers by. 


Cost: 245pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8 4/4* 6 8 2 
Notes: 


Reaction Strike: 4AD 


* Residual Damage: -1BP per undefended skull 
(second attack only) 


Slogs are wild beasts with 


Cost: 90pts 


monstrous appetites that attack 
and eat almost any living thing. 
They have an enhanced sense of 
smell far greater than even the 
best hunting dogs, which make them a valuable 
resource to those able to train them. 


making them dangerous foes. Giant Snakes are vast 
serpentine beasts often kept in deep pits, used by 
Skink Shamans to sacrifice captives in the name of 


Sotek. 


Snake @ 


Cost: 30pts 


Movement 
Squares 


Body 
Points 


Mind 
Points 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


3 


1 


1 


8 


5 


3 


6 


1 


Notes: 
Ravenous: 


Slogs will attack and eat the closest living creature. 
If the creature tries to run away, the slog will hunt 
them down unless there are easier and closer prey to 
be found. After a slog kills a creature it will feast for 
2 turns. Afterwards it will continue its hunt for food. 


Snakes 


Lustrian Snakes differ from 
Old World snakes by being greater 
in size and having an appetite for 
flesh. They have been evolving for 
centuries undisturbed by man and 
have yet to learn to fear him, 
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Notes: 


Pass Through: Agile 


Cannot Climb: 


Snakes cannot cross squares containing pits, escape a 
pit, or climb any vertical surface. 


Poisonous Snake BD Cost: 70pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


3 


|* 


2 


2 


1 


Notes: 


Pass Through: Agile 
*Poison: Fangs 


Cannot Climb: 


Poisonous snakes cannot cross squares containing 
pits, escape a pit, or climb any vertical surface. 


Giant Stone Snake @ Cost: 140pts 


Movement 
Squares 


Body 
Points 


Mind 
Points 


4 


1 


] 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


6 3 3 3 1 


Notes: 

Immunity: Wooden Weapons 
Pass Through: Agile 

Ranged Defense 


Spiders 


Spiders appear in most every dungeon. They snack 
on insects and anything smaller than they, but they 
will devour anything that finds its way into their web 
if they are able. 


Spider @ 


Cost: 100pts 


Spiders can be found 
almost anywhere but 
prefer to settle in 
abandoned areas. 
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Notes: 


Counterstrike 
Pass Through: Small 


Stackable: 3 


= 


rs, 


i 
aes, 


Spider Nest ®&.~ 


Some spiders build fortified 
nests and live in colonies. 
These spiders can become 
irritated and will swarm, like 


Cost: 165pts 


insects. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


0 


4 


4 


Notes: 


On the Game Master’s turn, roll 1D6 and refer to the 
chart below to see how many spiders exit the nest. 


Number | Spiders 
Rolled 
1-2 1 Spider 
3-4 2 Spiders 
5-6 3 Spiders 


Spiders exiting the nest get 1 extra action for 
movement or attack. 


Giant Spider 


Giant spiders grow 
deep in the woods 
and in deep 
caverns. They 
prey on bats, rats, 


Gigantic Spider 


Gigantic Spiders live in the tree 
tops of the empire and attack live 
stock. They can also be fond 
among their smaller cousins in 
some caverns, but prefer open 


Cost: 245pts 


areas. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


8 


4 


4 


8 


2 


Notes: 


and goblins. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


10 


2 


2 


Notes: 

Overwealming: 3 

Pass Through: Wall Walking 
Residual Damage: -1BP 


Web-slinger: 

This monster may make webs to block other 
character’s movement. The monster may produce 4 
webs that may be placed in any adjacent square or 
the square it stands on. The web blocks all 
movement, except for other spiders, but not line of 
sight. The web has defend dice equal to the monster's 
defend dice and 1 Body Point. 
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Overwealming: 3 
Paralyze: Fangs 


Web-slinger: 

This monster may make webs to block other 
character’s movement. The monster may produce 4 
webs that may be placed in any adjacent square or 
the square it stands on. The web blocks all 
movement, except for other spiders, but not line of 
sight. The web has defend dice equal to the monster's 
defend dice and 1 Body Point. 


Stegadon ©.) Cost: 325pts 


Stegadons are huge lumbering primitive dinosaur 
like beasts that have dwelt in the jungles of Lustria 


since before the coming of the Old Ones. They have 
several large horns on 
their forehead which 
they use to skewer their 
enemies before 
trampling them to death. 
Skinks sometimes build 
a howdah on the back of 
a Stegadon that can hold 
about 6 Sinks. These 
Skinks are armed with 
missile weapons so they 
can aim at the Warriors 
over the top of all the 


ranged weapons from the howdah and cast spells but 
cannot attack in hand to hand combat either (they 
can shoot at adjacent opponents though). 


Terradon Cost: 225pts 


Terradons are large flying 
reptiles who live high in the 
crags and mountains of 
Lustria. Skinks have 
mastered the art of riding 
Terradons into battle but 
they are so strong it takes 
two to control them. 


other Monsters. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


10 


5 


15 


1 


Movement 
Squares 


Attack 
Dice 


Body 
Points 


Mind 
Points 


15 


5*(4) 


) 


1 


Notes: 
Charge 
*Tough 
Trample 


Up to six skinks, (Skinks, Skink Warriors, Skink 
Champions or Skink Shaman or any mix of these) 
may ride upon a howdah mounted on top of a 
Stegadon. They cannot be attacked in hand to hand 
but can be hit by ranged attacks and gain an extra 
defense die. All hand to hand attacks must be 
directed at the Stegadon. If the Stegadon is killed 
any remaining skinks are placed on the board 
adjacent to where it fell. The skinks may use their 
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Notes: 

Carry 

Flight 

*Throw (5 Spaces) 

Mountable: Two Skinks, Skink Warriors, Skink 
Champions or Skink Shaman (or any mix thereof). 


*Rock Drop: 

Terradons naturally drop rocks on their prey and 
Skinks can train them to do this in battle. A Terradon 
can drop a rock, on an opponent 5 squares, or less, 
away. This causes 5 Attack Dice (shown in statistics 
above) of damage that is defended against normally. 


Each Terradon can only use this attack once per 


quest. 
Wild Boar Gza Cost: 140pts 


Boars are voracious creatures that are constantly 
hungry. Their aggressive nature proves them a threat 


to even well armed Warriors. It is often that a 


Warrior survives a dungeon adventure only to be 
savaged to death by a pack of wild boar. 


Wild Cat © 


Wild cats are vicious 


jungle animals that attack 
with a set of razor sharp 


Cost: 150pts 


claws. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


8 


272 


4 


1 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


12 


3 


3 


Notes: 


Leap: 4 Spaces* 


Sprint* 


*Special Movement: 
Wild cats can choose to Leap or Sprint after moving. 
If a wild cat cannot move in the direction it wishes to 
leap, leaping counts as its entire move as per the 
usual rules. Wild cats cannot leap and sprint in the 


same turn. 


Notes: 

Charge 

Mountable: All types of Orcs 
Running Attack* 


*Rider may add his attack die to the wild boar’s 
running attack. 
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Wild Hound @ 


Cost: 120pts 


Wild hounds roam all parts of 
the empire and can especially 
be found near dwellings. 
While they like to reap the 
benefits of humanoids, they 
are by no means social or 
friendly. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


10 


4 


2 


3 


1 


Notes: 


Counterstrike 


Wolves 


Notes: 
Gang: Wolves 


Wolf 


Wolves prowl the lands of the Old World, hunting 
other weaker animals for prey. Occasionally, they 
will become very bloodthirsty and attack adventurers 
instead, especially if they are hungry and are 
traveling in a large group. 


Cost: 125pts 


Wolves are social creatures that hunt in packs. 
Because of this they are favored in the Goblin 
communities. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


8 


3 


2 


2 


2 


Giant Wolf (MM) 


Great Wolves are 


about the size of a 
small pony and 
very fierce. They 
normally hunt in 
packs and once 
they attack their 
enemy virtually 
nothing can stop 


Cost: 120pts 


A) 


f 
Vy 


them. me 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


9 


6 


5 


1 
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Note: 

Gang: Wolves 

Mountable: Goblins, Goblin Archers, Goblin 
Bosses, Goblin Big Bosses, Goblin War Bosses and 
Goblin Shaman. 

Overwhelming: 2 

Sprint* 


*Wolf may not sprint while mounted. 


Enchanted Creatures 


There are many creatures that have been enhanced 
and changed by magic. Many of these have unique 
qualities that make them especially dangerous. 


Brain Spider >) Cost: 105pts 
Brain spiders are loathsome beasts that survive on 
the brain matter of intelligent creatures. Though its 
body resembles a wrinkled mass of brain tissue, it 
has an armored exoskeleton. Brain spiders cannot 
spin webs, but 
they can walk on 
walls. They 
communicate 
through telepathy 
with others of 
their species. 


*Brain Drain: 
When a Brain Spider attacks, all unblocked damage 
is subtracted from the target’s Mind points. 


Cerberus 


Cost: 145pts 


A monstrous three 
headed dog foretold 
to guard the 
afterlife. This 
creature often 
appears at the 


bidding of the 

faithful Chaos 

servants. 

Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


4 


6/6/6 


4 


5 


2 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


10 pig 2 2 =) 


Notes: 
Pass Through: Wall Walker 
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Notes: 
Daemon 


Cockatrice 


A creature that is a 
mix of reptile and 


Rooster, this 


legendary serpent 
is hatched by a 


reptile from a 


cock's egg and that 


Cost: 285pts 


has a deadly glance. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


11 


7 


fi 


4 


1 


Notes: 
Bane 


Spell Caster: Ball of Flame 


Ice 

The cockatrice can fire ice at any two characters in 
its line of sight, freeze two adjacent characters, or 
freeze one and fire ice at another non adjacent 
character. This attack causes 2 Body points of 
damage. This damage can be reduced 1 Body point 
for every 6 that an opponent rolls on 2D6. Once a 
character is frozen, they cannot move, attack, or be 
attacked. They may break this spell by rolling a 6 
either immediately, or at the beginning of a future 
turn. 


Cyclops €2 


Cyclops are huge beasts that came into being 
through magical means. They lack perception, but 
make up for it with their bulk of brute strength. 


Cost: 195pts 
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Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


4 


=) 


4 


3 


ps 


Notes: 
Carry 

Evil Eye 
Knockback 
Trample 


Dragons 


There are many different types of dragons, and most 
can breathe out deadly flame, poisonous gas or even 
lightning discharges. This is often determined by 


their color. Each of the below, Dragon, Great 
Dragon, and Emperor Dragon can be one of the 
following colors and will use their special breathe 
attack. 


Black Dragons: 

Black Dragons belch corrosive black acidic fumes 
that dissolve the skin and irritate the eyes. Place the 
dragon breath template (a four square cone) in front 
of the dragon in the direction you wish it to use its 
breath attack (must be a straight line, not diagonal). 
Ignore the fact that the template may go over into the 
next room or through walls, the breath attack cannot 
pass through solid walls or closed doors. 


Dragon Type | Attack | Cost 
Dice 


4] 


Dragon 3 50pts 
Great Dragon A 55pts 
Emperor Dragon 5 65pts 


Each figure that falls under the template takes the 
Attack Dice above according to the Dragon’s size. 
Each hero must then roll a single combat dice for 
each Body point of damage they suffered from the 
acid breath, on a roll of a black shield the acid 
corrodes a single weapon or piece of armor chosen at 
random. If the character has no weapons or armor, 
they receive a burn token instead. 


Blue Dragons: 

Blue Dragons generate an electric charge which they 
spit out in the form of arcing forks of lightning. 
Place two lightning bolt templates one after the other 
in front of the Blue Dragon (either square from the 
dragons base, if you don't have a template simply 
measure 12 squares from the dragon in a straight 
line). 


Dragon Type Attack | Cost 
Dice 

Dragon 3 110pts 

Great Dragon A 110pts 

Emperor Dragon 5 115pts 


Each figure that falls under the template takes the 
Attack Dice above according to the Dragon’s size. 
The damage cannot be defended against. Figures 
behind a wall or closed door that fall under the 
template are unaffected. 


Green Dragons: 

Green Dragons breathe out deadly poisonous fumes. 
Place the dragon breath template (a four square 
cone) in front of the dragon in the direction you wish 
it to use its breath attack (must be a straight line, not 
diagonal). Ignore the fact that the template may go 
over into the next room or through walls, the breath 
attack cannot pass through solid walls or closed 
doors. 


Dragon Type Attack | Cost 
Dice 

Dragon pi} 65pts 

Great Dragon 3 70pts 

Emperor Dragon 4 70pts 


Each figure that falls under the template takes the 
Attack Dice above according to the Dragon’s size. 
Poison breath attacks and is defended against as 
normal. If a black shield rolled, the target is 
poisoned, which cannot be defended against. 
Multiple Black Shields cause no additional effect. 
Place a marker by the character to show this. On 
each of their turns they must roll 1 combat dice. On a 
roll of a skull, they lose 1 Body Point. On a roll of a 
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black shield the poison runs its course and the token 
can be removed. 


Red Dragons: 

Red Dragons breathe flames. Place the dragon breath 
template (a four square cone) in front of the dragon 
in the direction you wish it to use its breath attack 
(must be a straight line, not diagonal). Ignore the fact 
that the template may go over into the next room or 
through walls, the breath attack cannot pass through 
solid walls or closed doors. 


Dragon Type Attack | Cost 
Dice 

Dragon A 35pts 

Great Dragon 5 AOpts 

Emperor Dragon 6 50pts 


Each figure that falls under the template takes the 
Attack Dice above according to the Dragon’s size. 


White Dragons: 

White Dragons breathe a freezing chill mist so cold 
that it can numb and freeze its enemies. Place the 
dragon breath template (a four square cone) in front 
of the dragon in the direction you wish it to use its 
breath attack (must be a straight line, not diagonal). 
Ignore the fact that the template may go over into the 
next room or through walls, the breath attack cannot 
pass through solid walls or closed doors. 


Dragon Type Attack | Cost 
Dice 

Dragon 3 75pts 

Great Dragon A 75pts 

Emperor Dragon 5 8Opts 


Each figure that falls under the template takes the 
Attack Dice above according to the Dragon’s size. 
Any figure that suffers at least 1 Body point of 
damage has become frozen and cannot move or 
attack on their next turn unless they can roll 1 white 
shield on their initial number of Attack Dice (e.g. 3 
for the Barbarian, 2 for the Elf, etc). Mercenaries and 
Monsters may only ever roll 1 Combat Die when 
trying to thaw out from an ice breath attack. 


Dragon e 


The ancient dragons slumber in the caves below the 
world, guarding their treasure through the long years. 
Death awaits any foolish warrior who attempts to 
steal their hoard, when roused there is little to rival a 
dragon in combat. 


Cost: 460pts + Range Attack 


Notes: 


Absorb: 1 Physical 


Flight 
Fearsome 


* Ranged attack based on color. 


Great Dragon Cost: 540pts + Range 


Attack 

Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
| *(TI71/| 9 14 8 

1) 

Notes: 

Absorb: 2 Physical 

Flight 

Fearsome 


* Ranged attack based on color. 


Emperor Dragon €9 Cost: 625pts + Range 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
13 *(6/6/| 8 13 7 


6) 
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Attack 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
11 *(8/8/| 10 15 9 
8) 
Notes: 


Absorb: 3 Physical 


Flight 
Fearsome 


* Ranged attack based on color. 


Young Dragon €> 


A young dragon 
is a belligerent 
creature and 


master of 


intrigue, politics, 
and backbiting. 
He is cruel. He 
prefers forests— 
the older and 
bigger the trees, 
the better. Instead 
of being overtly 
aggressive, he 


Cost: 340pts 


prefers to concoct elaborate schemes to gain power 
or wealth with as little effort as possible. He may 
make his lair behind a waterfall or near a lake, pond, 
or stream that provides a submerged entrance. The 


closer one gets to his lair, the darker the woods 


become. Evil hangs in the air, mingling with the 
forest scents to produce foul odors. 


Notes: 
Carry 
Flight 


*Breath Attack: 

Once, every other turn, the young dragon may 
perform a breath attack. Breath attack does 3 combat 
dice of damage to all in a 4 square cone. 


Cost: 265pts 


' Dryads are 

") specifically the 

, nymphs of oak trees. 
Dryads, like all 
nymphs, are 
supernaturally long- 
lived and tied to their 
homes, but are a step 
beyond most nymphs 
in that they do not 
perish with their host 
tree. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


8 


6 


6 


3 


4 


6 


3*(2/ 
2/2) 


6 


8 


4 
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Notes: 
Evil Eye 


Petrifying Gaze: Wood 


Spell Caster: Rust and Summon Orcs 


Earth Elemental 


Cost: 185pts 


Earth elementals are 
elemental creatures 
made of the rock, and 
energy of the earth 
itself. Earth elementals, 
the strongest of all 
elementals, are beings of 
destruction. They use 
their tremendous 
strength to batter their 


Elementals 


Elementals are creatures of the elements summoned 
into being by magic. They exist by sheer strength of 
will. The older elementals are far more powerful 
than any freshly summoned magic creature. 


Air Elemental 


The air elementals are the 
fastest elemental. They tear 


through passages, and 


threaten to send players and 
other objects flying. Unlike 


other elementals, air 
elementals can engulf 


players and pummel them 


Cost: 240pts 


enemies. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


6 


6 


4 


with debris. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


12 


2 


6 


Notes: 


Immunity: Air and Physical Attacks 
Weakness: Fire 
Whirlwind Attack 
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Notes: 


Knockback 


Immunity: Earth and Physical Attacks 
Weakness: Water 


Fire Elemental we 


Fire elementals are elemental 
creatures made of fire elements. 


They are beings formed of blazing 
flames held together. Fire 


elementals are beings of hate and 
cruelty. They enjoy causing pain. 


Cost: 200pts 


Fire elementals ignite all that they touch and 


consume the air around them. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


10 


5 


4 


8 


1 


Notes: 


Element Walk: Lava 


Immunity: Fire and Physical Attacks 
Weakness: Earth 


Stone Elemental ©) 


A creation of animate 
rocks and silicate, 
possessing great strength, 
stone elementals are the 
result of ancient magic. 
They are primal and 
attack with raw, 


Cost: 140pts 


Water Elemental £) 


Cost: 180pts 


Water elementals are SNS 
elemental creatures made ey —~Sry) \ 
. ond ° S | 
of water and various other sw Ne y 
liquids. Some water Seen | 
"9 % —— Uy 
elementals have become a. of ati at es 
corrupted, appearing ain: ; ; 
green, black, or brown. oe Kas On” 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


8 


4 


3 


8 


1 


unthinking brute force. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


3 


4 


4 


7 


1 


Notes: 
Immunity: Earth and Bladed Attacks 
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Notes: 


Element Walk: Water 
Immunity: Water and Physical Attacks 
Weakness: Air 


Frozen Horror 


Risy Cost: 160pts 


Frozen creatures of the Ice Mountains, 
these Frozen Horror snack on would be 
adventurers and other helpless 
creatures, using powerful ice magic to 
entrap and defeat their victims. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


8 


5 


4 


6 


4 


Notes: 


Spell Caster: Chill, Ice Stream, Ice Wall, Mind 
Freeze, and Skate. The Game master may choose up 
to six more spells for the Frozen Horror to use with 
the exception of the Escape spell. 


Gargoyle AS 


These 
powerful 


creatures are 
produced by 
Chaos magic. 


In essence, 


they are stone 


statues of 
great 
monsters, 


brought to life 
through arcane 
rituals. Their 


skin makes 


them very hard to wound in combat. 


Cost: 80pts 


Giants are rare in the settled parts of the Old World, 
having long since been hunted down and destroyed 
by chivalrous Bretonnian Knights and crazed Dwarf 


Giant Slayers. In the northlands they are more 


common because the lands are wild and untamed, 
and full of the sort of caves that Giants like to make 
their homes. Giants are, as their name suggests, very 
big. However, they are not especially bright - in fact, 
many are positively dim-witted. They are notorious 


drunkards and regard anything smaller than 


themselves as potential food, including men and 
other intelligent creatures. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Movement 
Squares 


Body 
Points 


Mind 
Points 


5 


3 


8 


15 


1 


Cost: 340pts 


Notes: 
Carry 


Knockback 


Reach 


Throw (4 spaces) 


Trample 


Special Pass Through: 

Giants are so tall that they can easily step over 
furniture and obstacles or characters, but cannot end 
their move on them. 


Trip: 

Giants are incredibly clumsy. Whenever they move 
over a furniture piece, obstacle, character, or if they 
fail to roll any white shields when defending in 
combat they must roll 1d6. If they score a 1 or 2, 
they fall over (randomly determine which way). 
Place the fallen Giant in this direction. Any character 
that is under the giant suffers 3 Body Points of 
damage that can be defended against normally. The 
Giant can do nothing else until the following turn. 
The Giant always falls over when it dies, but 
obviously doesn't get back up again. 


Giant Worm '$) Cost: 135pts 


Giant Worms burrow 
beneath the rocky surface 
of the more remote 
subterranean passages. 
They attack heroes and 
monsters alike. They are 
attracted to heavy 
footsteps and shoot up 
through the floor, 
devouring a figure whole 
before returning 
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underground. They are hard to kill, but Dwarf- 
engineered devices called ‘thumpers’ are known to 
keep them at bay. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


* [a | 4 [4 [1 


Notes: 

*Worm Strike: 

Whenever any creature moves more than 8 spaces 
during the course of a single turn, they will 
immediately be attacked by the worm. Place a pit tile 
under the figure and a worm figure next to them. 
Roll 1CD. If a Skull is rolled, the character suffers 1 
Body point of damage from the pit. If a Black shield 
is rolled, the character is swallowed alive. The worm 
will remain above ground until the end of the very 
next player’s turn, be it Game Master or Player, and 
then return underground (the worm is removed from 
the board). If the worm is defeated, all swallowed 
characters can be saved. 


Golems 


Golems are creatures that are created by inanimate 
objects and brought to life by powerful sorcery. They 
often are not capable of independent thought and 
only carry out their creator’s bidding. 


Clay Golem Q 


The easiest to create, 


clay golems are also the 
easiest to destroy. They 


are easily persuadable 


and not much magic is 


required to create one. 
The secret is in the 


if 


Cost: 15pts 


technique. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


3 


4 


4 


2 


1 


Notes: 


Persuadable: Mage, Wizard, Elf, Druid or 


Enchantress & 


Mechanical Golem @) 


Cost: 90pts 


Created by Dwarven 


engineers, these metal 


monsters steam about the 
Dwarven strongholds carrying 
out their creator’s intended 


purpose. 

Movement | Attack | Defend | Body | Mind 

Squares Dice Dice Points | Points 
3 3° 8* 3 1 
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Notes: 
Immunity: Wooden Weapons and Bladed 
Weapons 


*Crushable: 

Any unblocked attack of 3 or more skulls reduces the 
Mechanical Golem’s Defense Dice by 1 Combat die 
for the remainder of the quest. The Mechanical 
golem cannot roll less than one combat die to 

defend. The defense dice can only be repaired by a 
Dwarven engineer. 


** Single Minded: 

A Mechanical Golem will not attack anyone even if 
attacked or provoked unless it was told to do so in its 
original instructions provided by a Dwarven 
Engineer. 


Stone Golem @ Cost: 150pts 
Most devastating of all 
Golems are these 
creatures of living stone, 
designed by dwarves to 
be guardians and 
protectors of their 
ancient underground 
strongholds. Abandoned 
for ages, however, their 
allegiance can be 
swayed. ten isc 


Movement | Attack | Defend | Body | Mind Knockback 

Squares Dice Dice Points | Points Persuadable: Elf ® 

3 5 6 3 1 Weakness: Fire 

Notes: 
Crushing Blow on 
Immunity: Wooden Weapons and Bladed Gorgon Cost: 220pts 
Weapons 
Persuadable: Dwarf ® Medusa was the only one 


of the Gorgons who was 
subject to mortality. 
Medusa and her ilk came 
into the world with snakes 
on their heads, instead of 
hair and brazen hands. 
Their bodies were also 
covered with impenetrable 
scales, and their very 
looks had the power of 
killing or turning to stone. 


Wood Golem ) Cost: 100pts 


These creatures are made 
of living timber, animated 
by a power intrinsically 
good. Having no real 
loyalties however, their 
will can be bent to serve 
any master. In the hands 


of Chaos, they can prove 


tp bad teal wienace, Only Movement | Attack | Defend | Body Mind 


Squares Dice Dice Points | Points 


fire spells and edged 
metal weapons can hurt 


10 2 7 4 4 


them. Blunt-edge weapons 


and arrows have no effect. Notes: 
*Poison: Venom 
Movement | Attack | Defend | Body Mind Petrifying Gaze: Stone 
Squares Dice Dice Points | Points Spell Caster: Tempest, Lightening, Fear, and Cloud 


A A 5 A 9) of Chaos 


Notes: 
Immunity: Arrows & Blunt Weapons 
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Griffon 


Cost: 335pts 


Griffons have fierce heads with a hooked beak like 
that of a huge bird of prey. Their forequarters too are 
feathered, with scaly limbs bearing fore claws which 


are bird-like and razor sharp. Behind its huge 


feathered wings the Griffon’s body is furred and it 
has huge clawed feet and a tail like that of a great 


hunting cat such as 
a lion or tiger. 

Some Griffons have 
great golden pelts 
like mountain lions, 
others have skins 
which are spotted or 
striped, or black as 


Their screeching cries cleave the air and cast a 


shadow of dread on those below. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


15 


2/2 


Z 


2 


3 


night. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


12 


4/4 


=) 


14 


Z 


Notes: 
Flight 


Harpy © 


Harpies are winged beasts with 
a savage, primeval beauty. 
They are scavengers who prey 
upon the sick, the weary, the 
battle-worn and the dying. 
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Cost: 150pts 


The Hydra is a many headed 
monster with a scaly, reptilian 
body. Its serpentine heads belch 
out smoky flame, but they can 
also attack by biting enemies 
with their sharp teeth, and 
crushing them in the coils of 
their necks. Their bodies are low 
and squat, heavily muscled and 
covered with thick scales which 
are as hard as iron. 


Cost: 310pts 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


3 


3/3/3/ 
3/3 


6 


13 


1 


Notes: 


Regenerate: +1BP (@ or ® )* 


*Burn Degeneration: 

A Hydra that is wounded by fire cannot regenerate 
any more Body Points from that point on, even ones 
caused by none fire attacks. 


Killer Bee & Cost: 170pts 


These huge insects 
live in colonies deep 
in the forest and 
attack unwary 
adventurers who 
invade their 
territory. 


vi > 
a CA Seer 


Lightning lizards are 
massive beasts with thick 
leathery skin that ranges 
in color from sandy 
brown to black. Sparks 
dance from the great 
lizard’s eyes and its 
bellow carries over 
tremendous distances. 
Travelers have a hard 
time telling a lightning 
lizard apart from a 
thunder lizard, although the distinction becomes 
clear if they aggravate a lightning lizard into action. 
While lightning lizards can swallow opponents, they 
will not hesitate to use their lightning attack to kill 
enemies that appear dangerous. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


9 


|* 


1* 


3 


2 


Notes: 
Flight 
Hive Mentality 


*Strength in Numbers: 
For every Killer Bee in the area, add 1 Combat Die 
to the Attack and Defense Dice of all Killer Bees. 


Lightning Lizard &) Cost: 195pts 


a2 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
5 7 | 6 
Notes: 


Immunity: Lightning and Storm Attacks 
Spell Caster: Lightning 


_IW, 

Man-scorpion Cost: 285pts 
Man-scorpions are cruel beasts ( By 9 
that hunt for fun. They are very Pa 
adept at cornering prey have \ 7@ ; 
honed defense skills, but are A Ye 

CMH 

t <A 


weaker than the giant scorpions on account of their 


fleshy upper torso. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8 5/5/4* 7 6 4 


Notes: 


Reaction Strike: 5AD 
* Residual Damage: -1BP per undefended skull 
(4CD attack only) 


Manticore 


The Manticore is a gigantic 
lion-like monster with large 
leathery wings and a spiked 
tail. They are devastating 
fighters attacking with raking 
claws and long, sharp teeth. 
Manticores shoot a number 
of deadly quarrels from their 


Cost: 345pts 


Merrow @ 


Cost: 165pts 


Merrow are the merfolk of the seas. These beings are 
said to appear as human from the waist up but have 
the body of a fish from the waist down. They have a 
gentle, modest, affectionate and benevolent 
disposition. 


tail. 

Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
12 4(5) 5 14 2 

Notes: 

Flight 


Mighty Blow: +1AD, -2 DD 
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Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
10 5 7 4 4 
Notes: 
Grouping 


Scatter: 4 spaces 


Drown Spell: 


This spell sucks the air from a creature, knocking 
them unconscious. An unconscious character is 
unable to move, attack, or defend himself. The spell 
can be broken immediately or on a future turn by 
rolling a 6 using 1D6 for each current Mind Point. If 
the unconscious character is underwater, they loose 
1BP each turn. This ability can only be used once. 


Mimic (Chest) © 


Mimics are shape 


shifters and can 
take on may forms 
and shapes. They 
prefer to trap 
adventurers with 
the lure of wealth 
in hopes of an easy 
dinner. Often they 


appear as treasure 
chests with sharp teeth, tentacles, or long reaching 


Cost: 95pts 


Mimics will not attack until someone searches for 
treasure. When a player searches for treasure in a 
room with a mimic, the mimic may instantly attack 
that player twice, or attack 2 characters in the room. 


*Tongue Lash: 


Mimics attack a tentacle that reaches up to 7 squares 


away. 


Pixie @ 


Pixies are mischievous 
critters that love playing 


pranks on hapless 


adventurers and monsters 
alike. They're 


adventuresome, 


precocious, and feisty. 
What they lack in size, they 


Cost: 135pts 


arms. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


make up for by use of 

magic. 

Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


6 


2 


3 


2 


0 


3% 


4 


=) 


1 


Notes: 


Special Ambush: 
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Notes: 
Flight 


Spell Caster: 1D6 of Chaos spells or Fairy spells. 


Polar Warbear 9° Cost: 110pts 


Polar Warbears are vicious and 
nearly unstoppable. A single Polar 
Warbear is a match for any 
battalion. They attack twice, one 
with their claws, and again with a 
spiked war mace. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


6 4/4 3 6 2 


Shape Shifter 4) Cost: 135pts 
Able to change shape at will, Shape - 
Shifters are feared for their i. 
mimicking ability. Fortunately, few ; 
of them are able to change texture 
and color at the same time, making 
them easily distinguishable as the 
squishy rock or stone skinned man. 


Slimes 


Slimes are a byproduct of Chaos Alchemy. They 
represent a deadly array parasites that prey on 
hapless adventurers in areas were magic is highly 
concentrated. Slimes are slow and are always the last 
to move during the Game Master’s turn. 


Green Slime Cost: 95pts 
: These divide, forming a brand new 
oh ys copy of itself in any adjacent open 
\ =) square each turn. They pose no 
t { \ real threat other than to slow 
mM > down, but only blunt-edge 
<9 | ‘= weapons can dissipate it as bladed 
<<" __sweapons only divide it again 
~ - immediately. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


2 0 ) | ) 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


5 O* O* 3 1 


Notes: 
*Shuffle: 7CD 
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Notes: 

Clone: @ x 3** 

***Green slimes can only clone as long as they can 
see a Hero. 


*Divide: 

If a green slime is attacked by a bladed weapon, it 
divides automatically and a new slime is placed next 
to it. 


Cost: 15pts 


Ochre Jelly ™ 


This parasite consumes 
anything made of wood, 
engulfing staves, bows, 
and even doors and 
furniture if they become 
adjacent to it. It burns the y 
flesh any figure crossing over it and is only 
neutralized by potions & water spells. 


increasing its own attack 
strength. Rock skin, an 
earth spell, solidifies it, 


depriving it of any 


movement. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
4 i | 0 | ** | 0 


Notes: 


*Drain Body: +1AD 
**Tmmunity: All attacks or magic other than Rock 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


2 


1 


0 


1 


0 


Skin. 


Special Weakness: Rock Skin 
Rock skin turns black pudding to stone permanently. 


Notes: 
Passable: Attacked with 1CD 
Weakness: Water Spells and Potions 


Devour Wood: 

Ochre Jelly dissolves any adjacent wooden object in 
one round. It cannot move beyond that point until all 
adjacent wood is destroyed. If Ochre Jelly is attacked 
with a wooden object, it vanishes by the attacker’s 
next turn. 


Black Pudding 2 Cost: 145pts 


Faster and more aggressive that other parasites, 
black pudding saps energy from its victims, 
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When petrified, treat pudding as a stone. 


Blue Mould © 


Cost: 100pts 


Lodging itself in corridors, it 
lies still, barring passage and 
dissolving any metal weapon 
used against it. Blunt-edge 
attacks and fire won’t kill it, 
but will force it to shrink back 
against the wall. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
OF* 0 0 - 0 


Notes: 
*Immunity: All attacks and spells 
Passable: Death 


**Trauma: 

Blue mould will not move, but may be forced to 
shrink against the wall until the Game master’s turn 
by using blunt attacks or fire. 


Crystal Ooze Cost: 135pts 


Liquid at one moment and then a thorny solid the 
next, it lashes out, stabbing any figure crossing over 


store it. It snaps bladed weapons in two 
e OSs. and is immune to all spells used 


Acid Puddle © 


This is a deadly pool of corrosive 
acid enhanced by chaos alchemy. 
Wooden or metal weapons used 
against it disintegrate, while 
potions and spells that heal will 
dissolve it instantly. 


Cost: 195pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


Pane ~ a against it, though a blunt-edge 
4 shatters it easily. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
2 pi O* 2 0 
Notes: 


Immunity: Magic 
Passable: Attacked with 2CD 
Weakness: Blunt Weapons 


*Blade Defense: 


If Crystal Ooze is attacked with a bladed weapon, 
that blade becomes broken and deals no damage. 


a7 


Notes: 
*Immunity: Physical attack and non healing Magic. 


**Dissolve: 
If acid puddle is attacked with a weapon, that 
weapon vanishes by the attacker’s next turn. 


*** Dissolve Attack: 

When an acid puddle attacks, it instantly eats away 
metal armor worn or carried by its target, or it 
reduces both maximum and current body points by 1 
if the target unarmored. Body points return to normal 
at the end of the current quest, but the character may 
only be healed up to the new lower maximum during 
this quest. 


Special Weakness: Healing 
If a potion or spell of healing is used on the acid 
puddle, it vanishes immediately. 


Slime Monster © 


Cost: 125pts 


The slime monster is not 
really slime at all, but do to 
appearances is categorized 
among them. It is a creature 
that has all the properties 
slime and can shift between 
solid and slime at will. 


Snakeman S) Cost: 110pts 
Snakemen are some of the more rare creatures. Once 
the result of Chaos magic, they have long since lost 
most of their human ancestry and retain a more 
reptilian countenance. They are fast and strong, 
sometimes able of ensnaring a single enemy in their 
coils and able to repel attacks. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
o* a a 3 2 
Notes: 


Each of the following abilities can only be used 
once. 


*Rock Skin: 

This turns the slime monster into a stone monster. 
This adds 2 Combat Dice in defense and attack. This 
enchantment is broken when the creature suffers 1 
body point of damage. During this time, movement 
is reduced to 4 squares. This cannot be used with 
Pass Through Rock. 


Pass through Rock: 
This allows the slime monster to ooze through walls 
for 2 turns. This cannot be used with Rock Skin. 
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Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


4 


4* 


3 


Notes: 


Ignore: Water 


Morale: Snakes (+1AD) 
*Seething Anger: +2AD 


Tygurah @ 


Tygruahs are a race 
of half-breeds with 
tiger-like traits. They 
are swift and mighty 
in battle and retain a 
warlike grace that 
makes them feared in 
the jungle regions. 


Cost: 105pts 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


4 


4 


@ 


5 


2 


Notes: 


Leap: 2 Spaces 


Unicorn 


Cost: 190pts 


yz The unicorn is a creature of 
pure magic and light. They 
; are pure by nature, and 

} cannot abide evil. A 
unicorn is a powerful ally, 
and a dreaded enemy. 


Notes: 

Healing: +1BP ® (Adjacent) 

Residual Damage: -1BP 

Spell Caster: | Water Spell: Pure, 1 Chaos spell: 
Escape 


Werewolf ES OM) 


Cost: 165pts 


Werewolves are humans ' 
with the ability to shapeshift |) 
into a wolf or wolflike 
creatures, either purposely, 
by eating Henbane, or after 
being placed under a curse. 
Werewolves are easily 
influenced by Chaos magic. 
Some werewolves seek 
ways to trap themselves in 
permanently in lycanthrope 
from, thinking that the 
werewolf is far superior to 
their human counterparts. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


11 


3 


3 


7 


5 
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Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
9 6 3 5 1 
Notes: 


Werewolf’s Curse: 

If a hero is cursed by a werewolf spell or injured by 
a werewolf, they become one. At the start of every 
turn, they mist roll 2d6. If a hero rolls a 10, 11, or 


12, they transform for | turn, otherwise they move as 
normal. A transformed hero is replaced by a 
werewolf until the end of the Game Master’s next 
turn. When a hero transforms all items and armor are 
dropped. Place a weapons pack tile under the hero 
and replace them by a wolf tile. They are then 
controlled by the Game Master as a normal werewolf 
for his turn. The hero transforms back to normal 
after the Game Master’s turn, replacing the wolf tile. 
The hero may return to the tile with his items and 
reclaim them on a future turn. The hero must 
continue to roll for this transformation until he is 
cured by drinking a Wolfsbane Potion or Potion of 
Restoration. 


Will-o-wisp © Cost: 100pts 


Many believe these glowing spheres 
of soft light are undead, while in fact 
they are intelligent beings made of 
pure energy. They do not ‘attack’ like 
other monsters, but rather discharge a 
noxious gas whenever anyone 
becomes adjacent, robbing them of 
their mind. A wisp cannot be harmed 
by normal attacks but is weak to 
heavy breeze. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


4 O* | O** 3 1 
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Notes: 

Flight 

**Tmmunity: Physical Attacks 
Weakness: Wind spells 


*Dumb Down: 

Any time a creature moves within 2 spaces of a Will- 
0-wisp (or visa versa), it emits a noxious gas that 
robs | mind point from any and all adjacent 
creatures, including diagonally. 


Wyvern 


Cost: 415pts 


Wyverns are similar 
in appearance to 
dragons, though 
they are longer and 
more sinuous and 
do not have front 
limbs. Wyverns are 
scaly beasts, with 
thick plates of horn 
covering their 
bodies from head to 
foot. This makes 
them very difficult to slay, as their hide protects 
them from harm much like armor. Wyverns have 
long sinuous necks, which dart forward and back 
with lightning speed. Their heads are spiny and their 
mouths full of barbed teeth, while their constant 
screeching and roaring is extremely frightening. 
Their tails are barbed and topped with a deadly sting. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
10 5/5/ 6 14 1 
3% 
Notes: 
Flight 


*Poison: Stinger (3CD Attack Only) 


Yeti ie 


Yetis are large, 
furry creatures that 
live in the snowy 
regions. They have 
massive ape-like 
arms capable of 


catching and 


crushing hapless 


Cost: 170pts 


adventurers. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8 3* 3 5 2 


Notes: 


Grapple: -2BP 
*Minimum Damage: -1BP 
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Walls 


While not technically creatures, many of the walls 
found in dungeons and castle strongholds have living 
elements. Just because they do not move, does not 
mean they can be ignored. 


Bone Wall 


This wall is summoned from 
undead creatures and is used 
as hastily built fortifications 


in Chaos keeps where 


necromancers are plentiful. 
The wall will rebuilt itself 
using any skeletons nearby. 


Cost: 105pts 


Living Wall 


This wall is a living creature, 
a dungeon parasite that feasts 
on adventurers. Created by 
Chaos sorcery, this grotesque 
mass of flesh clogs dungeons 
where magic is highly used. 


Cost: 105pts 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


0 


1 


6 


4% 


0 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


0 


) 


=) 


4 


0 


Notes: 


Retaliate: LAD 
Resurrect: Any skeleton within line of sight must be 
scarified to resurrect the Bone Wall. If no skeletons 

are present at the time it is destroyed, the wall cannot 
resurrect even if a skeleton appears later. 
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Notes: 


*Regenerate: +1BP 


Spear Wall Seto 


Spear walls are temporary 
hazards that can be erected by 
any army to keep attackers at 
bay. They slow progress and 
damage attackers as they fight 


Cost: 90pts 


through them. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


0 


0 


S* 


3 


0 


Notes: 


Immunity: Arrows 


*Spears: 

If attacked by melee attacks, wall does 2 Body 
Points of damage. The attacker may roll defense as 
usual. 


Spiked Wall ™G™ 


Cost: 145pts 


Spiked walls are contraption 
contrived by the forces of 
Chaos to keep curious 
adventurers from wandering 
the dungeons freely. Each 
spiked wall has its own pattern 
of movement. 


should continue to move all spiked walls until they 
can no longer be seen by Heroes. 


Wall of Fire == 


Cost: 55pts 


The wall of flame is conjured 
by magic and cannot be 
extinguished by the usual 
means. Instead, it must be 


defeated physically. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


0 


0 


6* 


1 


0 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


|* 


O* 


6** 


2 


0 


Notes: 


Notes: 

*Burn: 

Anyone who attacks a Wall of Flame can get burned. 
When attacking the firewall, place 1 Burn Token on 
that Character’s sheet for each Black Shield rolled. 


** Spiked: 

When this wall is attacked in hand to hand combat, 
the attacker suffers 1 Combat Die of damage from 
spikes. 


*Crushing wall: 

The Spiked Wall moves 1 square per turn on the 
game master’s turn in one direction until it hits 
another wall. Characters caught between the spiked 
wall and any other wall die. The spiked wall then 
begins opening at the same pace. The Game Master 
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Wall of Ice =23= 


This solid block of ice is the 

result of a powerful sorcery. 

Its magical cold extinguishes 
normal fire, but a mystic 


flame can melt it. 


Cost: 35pts 


Movement 
Squares 


Body 
Points 


Mind 
Points 


0 


2 


0 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
0 0 6 1 0 
Notes: 


Weakness: Fire Magic 


Wall of Shadow = 


A spiritual wall that is 


created by a dark force, this 
wall cannot be conquered 


physically. It saps the 


bravery and spirit of a Hero, 
forcing them to keep at bay. 


Cost: 65pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
0 0 O* 1 0 
Notes: 


Immunity: Physical Attacks 


Wall of Stone 


Quickly conjured, this 


magical wall of stacked 
stone is much easier to 
destroy than the real thing. 
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Cost: 30pts 


Other Inhabitants 


Most of Lustria’s inhabitants have been tainted by 
the inherent magic in the land. Many have joined the 
fources of Chaos and now fight against the empire. 
The following are only a small sample of the various 
independent creatures of the land. 


Bugbear & Cost: 80pts 
A relation to goblins, though significantly larger and 
stronger than goblins, Bugbears have enhanced 
senses. They relegated the jobs that require brute 
strength. 
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Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


6 


4 


3 


3 


2 


Notes: 


Gang: Goblins 


Dragon Kin 5.) 


A monstrous half 
breed, dragon kin 
stay separate from 
the other reptilian 
races. They possess 
a strong greed for 


treasure, 


specifically magical “= 
items. While they 
horde magic, they 
would never use it 
in battle for fear of 
losing it. They are loners that are best left alone. 
They have no regard for other creatures and do not 
defend one another, instead opting to protect their 
own dens of treasure. 


Cost: 65pts 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


6 


=) 


5 


3 


2 


Notes: 


Flight 
Elemental Boost: Magic Items & Artifacts (+1AD, 
+1DD) 


Detect Magic: 

Dragon Kin can detect magic items and will attack 
anyone with a magic item or artifact first, before 
going after other opponents. If the party has no 
magic items or artifacts, roll 1 Combat Die. If 
anything but a Skull is rolled, the Dragon Kin will 
not attack. 


Greed: 

If a magic item is dropped, the nearest Dragon Kin 
will flock to it, guarding it and attacking any who is 
near, without leaving the treasure. If more than one 
Dragon Kin is in the area, they will fight to the death 
for the treasure. 


Dwarven Engineer a Cost: 135pts 
These Dwarven inventors are 
capable of create vast 
machines to do most 
anything. Given enough time 
and the raw materials, it is 
said they can invent life 
itself. 


Notes: 

Trap Smith: 

A Dwarven Engineer can disarm any trap unless they 
roll two Black Shields on 2 Combat Die. Once 
disarmed, they can also reset a trap so that anyone 
will trip it, even monsters. 


Golem Mechanic: 

Dwarven Engineers can control and repair 
Mechanical Golems. They can control a Mechanical 
Golem instantly allowing the Engineer’s owner to 
move it like a Mercenary. It takes a Dwarven 
Engineer | turn to repair a Mechanical Golem. Roll 
4 Combat Dice. For each shield rolled (White or 
Black) 1 Defense point or 1 Body point is repaired. 
During this turn the Engineer may not move or 
perform any other action. 


Hobgoblin Cost: 80pts 
Hobgoblins are a 
menacing, larger and 
stronger form of 
goblins. They are not 
as high up on the 
goblinoid hierarchy as 
bugbears. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


7 


2 


2 


6 


6 


8 


ps 


3 


Z 


1 
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Notes: 


Gang: Goblins 


Shaman © 


“4 


Cost: 75pts 


Shamen are low level mages of the 
planes tribes. They deal in wild 
and unstable magic. 


tasks, but they are little use for any real work. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


12 


1 


1 


1 


1 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


4 


2 


2 


Notes: 


Spell Caster: 3 Chaos Spells. 


Snotling & 


Snotlings are the smallest of the 
green-skinned races. They are 
not very intelligent and behave 


very much like extremely 


enthusiastic and uncontrollable 
puppies. They can fetch and 
carry for the other Goblin or Orc 
races, and do other rather limited 
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Cost: 125pts 


Notes: 


Overwhelming: 2 


Stackable: 4 


Barbarians 


Barbarians live in 
warlike tribes in 
Northern Lustria. 
Their constant wars 
have built a distrust 
of any creature but 
especially outsiders. 
They are particularly 
wary of magic and 
magic users. 


Barbarian Warrior 2 Cost: 115pts 
The protectors of the tribes the warriors are highly 
regarded. The strongest of which is chosen as leader 
and leadership is only passed on by a battle to the 
death. 


Bowmen are used for hunting and dealing with 


predators outside the tribes. Death by an arrow is too 
much of a dishonor to deal to a fellow barbarian. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


7 


3(1) 


2 


8 


2 


Barbarian Hunter 2 


Cost: 140pts 


Barbarian hunters do the majority of the tracking an 


hunting for the tribes. They are almost always 


accompanied by a bowman. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


6 


3 


3 


9 


2 


Barbarian Bowman Q 
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Cost: 180pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8 a 3 8 2 
(O"") 
Notes: 
*Spear Throw: 


The Barbarian hunter can throw his spear up to 5 
spaces away. Once thrown, he is limited to 2 Attack 
Dice adjacently. 


** Spear: 

While still armed with the Spear, the Barbarian 
Hunter can attack diagonally at 3 attack dice. Once 
the spear is thrown he loses | Attack Die from his 
adjacent attack. 


Valkyries 


Valkyries are female 


barbarians that have formed 
their own tribe exclusively of 
females. They to not live close 
to the normal barbarian tribes 


but instead inhabit the 


swampland. They trade with 
the other inhabitants and are 
bitter enemies with the Fimir. 


Valkyrie Warrior @ 


Cost: 145pts 


Trained fighters from birth, Valkyrie Warriors are 
superior to their male counterparts. They use their 
enhanced agility to form a double attack using a 


The strongest Valkyries are leaders among their 
people, and form the council of warriors that make 
all important decisions for the entire tribe. 


bladed spade and Sword. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8 3/4* 3 7 4 


Notes: 


*Diagonal Attack: 4CD attack only 


Valkyrie Leader 
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Cost: 170pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
9 3/4* 4 8 5 
Notes: 


*Diagonal Attack: 4CD attack only 


Beastmen 


Beastmen fight in 
warbands led by old, 
savage watriors who 
have long since proved 
their ability to lead. 
They are powerful and 
very resilient fighters 
with big, brutish heads, 
sharp piercing horns, 
and hooves that can 
kick in a man’s rib 
cage. 


Ungor Beastman Q Cost: 65pts 
Ungors are a mixture of man and beast, but more 
man than beast. They are powerful and tough and 
make up the bulk of Beastman armies. The weaker 
Beastmen are the Ungors. They envy their stronger 
cousins’ greater strength and social status, and take 
out their frustrations on enemies in battle. 


Overexert: -1BP 
Mighty Blow: +1AD, -1DD 


ie 
Gor Beastman <3 Cost: 70pts 


Gors are huge creatures with massive horns and the 
hooves of large beasts. The strongest and toughest 
Beastmen are the Gors. They charge to the front of a 
battle and dominate the social hierarchy of the herd. 
They are cruel and vicious, and a ferocious enemy to 
face in battle. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 2 3 3 2 
Notes: 


Overexert: -1BP 
Mighty Blow: +1AD, -1DD 


Bestigor Beastman @ Cost: 85pts 
Bestigors are the strongest and biggest and also the 
most powerful. They are completely dedicated to 
fighting and let nothing stop them. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


8 


2 


2 


2 


2 


Notes: 
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Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


6 


3 


4 


4 


2 


Notes: 


Overexert: -1BP 
Mighty Blow: +1AD, -1DD 


Centigo ré@ BZ 


Centigors are a Chaos- 


warped cross between 
four-legged creatures 
such as horses or oxen 


and the two-legged beasts 
of Chaos. They have the 


speed and strength of 
their four-legged 


ancestors, but the upper 


body of a humanoid, 


which they employ to wield weapons in battle. 


Cost: 190pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 4 4 5 3 
Notes: 


Overexert: -1BP 
Mighty Blow: +1AD, -1DD 


Beastman Cheiftain @ 


Cost: 115pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
{2 3* 4 6 2 

Notes: 

Charge 

*Diagonal Attack 

Running Attack 


Mighty Blow: +1AD, -1DD 


Beastman Champion 
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Cost: 95pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 4 5 fl 3 
Notes: 


Overexert: -1BP 
Mighty Blow: +1AD, -1DD 


Beast Lord oe Cost: 210pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 5 5 13 4 
Notes: 


Overexert: -1BP 
Mighty Blow: +1AD, -1DD 


Beast Shaman @ 


Cost: 90pts 


Beastman Shamans are revered by the rest of their 
kind because of their ability to summon the power of 
Chaos to cast crude but powerful magic spells. 


6 


Notes: 
Frenzy: 2 


Magic Resistance: ® 
Mighty Blow: +1AD, -1DD 


Pestigor Beastman 


Cost: 150pts 


Pestigor Beastmen are blessed by their god with 


pestilence and disease. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 2 3 4 4 


Notes: 


Overexert: -1BP 
Spell Caster: 4 Chaos Spells. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 3 4 4 Z 
Notes: 
Diseased 


Overexert: -2BP 
Mighty Blow: +1AD, -1DD 


Pestigor Champion 


Cost: 160pts 


Pestigor Champions are blessed by their god with 


pestilence and disease. 


Khorngor Beastman Cost: 125pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 4 4 . 3 
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Notes: 

Diseased 

Overexert: -2BP 

Mighty Blow: +1AD, -1DD 


ae 


Centaur 


More often found on the plains of the Northern 
Wastes, the brutish Chaos Centaurs sometimes 
descend into the ancient Dwarf Holds along with 
Beastmen and Chaos Warriors in search of treasure. 
Their vicious tempers can only be sated by deeds of 
the most bloodthirsty nature. 


Centaur Bowman Cost: 195pts 


Notes: 

Bloodlust: +1AD 
*Diagonal Attack 
Charge** 


**Trample: If a centaur charges, it also does 
trample damage 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 3(2) 2 4 4 


Notes: 


Bloodlust: +1AD 


Charge* 


*Trample: If a centaur charges, it also does trample 


damage. 


Centaur Halberdier Cost: 135pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 3° 3 4 4 
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Centaur Swordsman Cost: 120pts 

Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 4 3 4 4 

Notes: 

Bloodlust: +1AD 

Charge* 


*Trample: If a centaur charges, it also does trample 
damage 


Cultist 


Some people think cultist are easy pickings for their 
hoards of tithes and treasure. Those people are 
vanquished quickly at the hands of the sect and are 
rarely seen again. 


Cultist Priest Q@ 


Cost: 155pts 


Cult Acolyte ) Cost: 95pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
4 2 2 2 3 
Notes: 
Mind Lock 
Cultist Blowgunner 3) Cost: 180pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


4 3(2) ps Z 3 


Notes: 
Paralyze: Darts 


ce 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
5 4 2 3 4 
Notes: 


Mind Blast: 2 Max 


Mind Lock 


Spell Caster: 3 cleric spells 


Elves 


The elves are comprised of two polar opposite tribes, 
the high elves and the dark elves. Each fights the 

other savagely, hoping for nothing but total 
extermination of each other. 


Forrest Elves 


Forest elves live deep in the woods and attack most 
anything that would interfere in the life and lifestyle 
of the woodland creatures. Even though they share 
the same aspiration, they treat druids as lower life 


forms. 


Elven Archer re) om 


Cost: 150pts 


Movement Defend | Body | Mind 
Squares Dice Dice Points | Points 


6 4 3 3 2 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


6 


4(1) 


2 


3 


2 


Notes: 
Sure Shot 


Elven Warrior re sane) 
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Cost: 65pts 


Dark Elves 


The Dark Elves are the evil kin of the High 
Elves. They are masters of dark sorcery and arguably 
the cruelest race in the world. Long ago they 
embraced the Dark gods of Chaos and followed the 
path into darkness. From their black realm of 
Naggaroth, they send Dark Elf Warriors, Sorcerers 
and Assassins forth to spread their poisonous 
doctrines across the world. 


Dark Elf Warrior @ Cost: 80pts 
Dark Elf Warriors are 
cruel and fierce 
fighters. Like all 
Elves, Dark Elves are 
lithe and sinuous, with 
strong muscles and 
reactions every bit as 
quick as their agile 
minds. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8 3 3 2 3 
Notes: 


Hate: Elves 


Dark Elf Archer 


Cost: 180pts 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


8 


3/3 


3 


3 


3 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8* 3*(1) | 3 2 3 

Notes: 

*Double Shot: Repeater Crossbow 

Hate: Elves 


Dark Elf Corsair © Cost: 110pts 


Expert weapon masters, the 
Black Ark Corsairs 
specialize in the use of 
light weapons that will not 
get in the way of the wild 
and disorganized combats 
they are required to fight. 
They wear no armor, but 
wear special cloaks made 
from the scales of Sea 
Dragons. 


V7 


Notes: 


Hate: Elves 


Witch Elf 4&2 


Witch Elves are 
wedded to Khaine, 
the god of Murder in 
midnight sacrifices 
of blood and magic. 
Witch Elves are the 
most cruel, evil and 
savage of all Dark 
Elves. They do not 
carry shields, caring 
nothing for their own 
protection, and are 
armed with sharp 
swords and long 


\ 


Cost: 130pts 


knives. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
10 4 2 3 4 
Notes: 


Frenzy: 2 


Hate: Elves 


Poison: Blades 


Dark Elf Shade © 


Shades are a silent and deadly brotherhood of 


Cost: 215pts 


warriors. They live apart from the rest of Dark Elf 
society, waging an endless war against the enemies 
of Malekith, the Witch King. Shades make excellent 
scouts and infiltrators, as none are more adept at the 
art of infiltration and reconnaissance. 


Notes: 


*Double Shot: Repeater Crossbow 


Hate: Elves 


Poison: Blades and Arrows 


Dark Elf Executioner 


Executioners are 


guardians of the city of 


Har Ganeth. They are 
expert axe men whose 


axes are always ready to 
spill blood. They enjoy 
hearing the groans and 


screams of victims as 
their axes cleave into 


Cost: 80pts 


their bodies. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


6 


4 


3 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


10* 


3*(2) 


2 


2 


4 
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Notes: 


Hate: Elves 


Dark Elf Knight 


Cost: 85pts 


Dark Elf Knights have been specially trained to ride 
the deadly Cold Ones. Only a few can take up the 


arms of a Dark Elf Knight, for the Cold Ones attack 
anyone that comes near. 


Dark Elf Champion 


Cost: 195pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 4 4 4 | 3 

Notes: 
Hate: Elves 
Black Guard Cost: 105pts 


The Black Guard are 
the fiercest and most 
vicious fighters in 
Naggaroth. They are 
renowned among the 
Dark Elves for their 
murderous attacks 
using their great 


halberds. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8* 3*(4) | 3 4 4 
Notes: 


*Double Shot: Repeater Crossbow 


Hate: Elves 


Dark Elf Commander Ny) 


Cost: 255pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8* 3*(4) | 4 6 5) 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Points 


Body 


Mind 
Points 


6 


4 


5 


4 


4 


Notes: 


*Double Shot: Repeater Crossbow 


Hate: Elves 


Poison: Blades and Arrows 


Notes: 


Diagonal Attack 


Hate: Elves 
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Dark Lord @ Cost: 310pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8* 4*(5)) 4 10 6 
Notes: 


*Double Shot: Repeater Crossbow 
Hate: Elves 
Poison: Blades and Arrows 


Dark Elf Sorceress ® Cost: 160pts 
Dark Elves 
long ago 
embraced dark 
magic in all its 
evil majesty 
and have since 
become the 
ultimate 
masters of dark 
sorcery. Dark 
Elf Sorceresses 
study Dark 
Magic just like 
their male 


Spell Caster: 8 Chaos spells. 


Dark Elf Beastmaster ty 


Cost: 160pts 


Dark Elf Beastmasters are Dark Elf Warriors who 


control a pack of snarling Chaos Hounds or 


Warhounds in combat, directing them towards the 
Watriors using whips. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


8 


3 


3 


5 


5 


Notes: 


Hate: Elves 


Sacrifice Turn: Cold One, Hydra, Manticore, Polar 
Warbear, Troll, Yeti or Wvyern. 


counterparts. 
They are 
extremely 


beautiful and often lure human men to their deaths 
with a magical enchantment. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8 2 4 6 8 
Notes: 


Hate: Elves 
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Dark Elf Assassin 3) 


Cost: 250pts 


Dark Elf Assassins have few 
equals in combat. They are 
master swordsmen and their 
weapons are rendered even 
more deadly by being tipped 
with Black Venom. Dark Elf 
Assassins are highly agile 
and fast. This allows them to 
easily escape from danger. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
10 4/4 4 5 5 
Notes: 
Ambush 


Hate: Elves 


Poison: Blades 


Pass Through: Agility 


Spell Caster: Escape 
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AY a SaEAY EET EET EET OEY EET EET EET. 
Fimir 


The Fimir inhabit the wetlands, typically 
within crudely constructed fortifications resembling 
nothing more than a pile of rocks. From these 
locations, the Fimir raid the homes of humans, 
taking captives for daemonic sacrifices. The Fimir 
loathe sunlight, and their homes are always shrouded 
by mist. 

Fimir society is divided into a caste system, 
consisting of Meargh, the Dirach, the warriors, and 
the Shearl. The Shearl are the slaves of a Fimir 
settlement and are never allowed to fight. 

In the event of the ruling Meargh's death, the 
Fimir of her clan separate working either as 
mercenaries for other evil creatures or to find and 
join a new clan. 


Fimir ©) Cost: 65pts 
These one-eyed, lizard-like creatures are stronger 
than Orcs. They are sometimes found leading small 
bands of Orcs and Goblins in Zargon’s armies, but 
are dangerous enough when encountered singly. 
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Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


6 


3 


3 


Fianna Fimm 


Fianna Fimm are the elite 
warriors in the Fimir society 


Cost: 120pts 


and are the most highly 

trained aside from the few 

Fimir Nobles. 

Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


6 


4*/3 


3 


4 


3 


Notes: 


*Summon Reserve: + 2AD 


Fimir Noble ax 


Cost: 165pts 


Fimir Nobles are the most 
trained fighters and take 
the brunt of raiding and 
fighting and giving orders 
in combat. 


Notes: 
Spell Caster: 3 Chaos Spells. 
Summon: Chaos Fury @ ® 


Fimir Meargh & Cost: 130pts 
Meargh, also known as 
witch-hags, are the 
leaders of Fimir 
colonies, as well as the 
only females. A Meargh 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 S*/3* | 4 6 3 


is typically a very 
powerful magic user. 


Notes: 


*Summon Reserve: + 2AD 


Fimir Dirach © Cost: 120pts 


y 4 


The Dirach are daemon- 
friends. They are a caste 
of wizards specializing in 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 4 4 6 6 
Notes: 


Spell Caster: 6 Chaos spells or 6 Fimir Spells 


the worshipping of 
Daemons. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 4 3 4 4 
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Followers of Chaos 


The powers of Chaos draw many followers. This 
twisted and corrupt society lives on the survival of 
the fittest. It is intensely competitive, but the highest 
ranks reap rewards that make battling Chaos very 
difficult. They currently compete for control of the 
empire. 


Chaos Warriors ce) Cost: 80pts 
These are men who have become monsters — slaves 
to darkness. They are always heavily armored and 
often bear 
weapons 
enchanted 
with Chaos 
magic. These 
dreaded 
watriors strike 
fear into all 
but the bravest 
(or most 
foolish) of 
opponents. 


Doomguard «3° Cost: 100pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


8 


4 


6 


3 


3 


Chosenguard 


Cost: 110pts 


The Chosenguard have daemonic protection and are 
difficult adversaries to conquer. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


8 


4 


© 


3 


3 


Chaos Ogre @ 


Cost: 150pts 


Chaos Ogres have been won over to the cause of 
Chaos, bribed by riches and food. Though normally 
tough warriors, those enhanced by Chaos sorcery are 
incredibly powerful. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


Movement 
Squares 


Body 
Points 


Mind 
Points 


4 


6 


5 


10 


2 


7 


3 


3 
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3-4 The Chaos Troll can only 
move at half of its movement 
this turn but fights normally. 
5-6 The Chaos Troll goes berserk 
and charges the closest 
character (hero or monster) 
and attacks (the Chaos Troll 
will stop attacking on its next 
turn unless it rolls this result 
again). 


Chaos Troll & 


Cost: 265pts 


Chaos Trolls are the 
largest and the most 
dangerous type of Troll. 
Due to the powers of 
Chaos, these Trolls 
sometimes grow an 
extra head, or thick 
spines on their backs. 
They are more 
aggressive than other 
Trolls and not as stupid. 


*Vomit: 
Instead of its normal attack, a troll can use a vomit 
attack. It automatically causes 3 Body Points of 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


6 


6/6* 


4 


10 


1 


Notes: 


Regenerate: +1BP ® or @ 


Stupid: 


At the beginning of the turn before a Chaos Troll 
moves or attacks, roll 1d6. If a 1, 2 or 3 is rolled, roll 
the 1d6 again and consult the chart below. 


Dice 
Roll 


Effect 


1-2 


The Chaos Troll will not attack 
but defends normally. Also the 
Chaos Troll will not move this 
turn (stands dumbfounded or 
lies down for a rest). 
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damage to its target (must be adjacent) that can be 
defended against normally. 


Chaos Marauder © 


Cost: 95pts 


Chaos Marauders are 
barbarians who 
worship the dark gods. 
There exist several 
different tribes of 
Chaos Marauders, each 
with their own traits. 
They have followed 
the paths of Chaos 
since birth and believe 
it to be the only way of 
life. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8 3 p 2 2 


Notes: 


Courage: Chaos Warriors: +1AD (3 MAX) 


Chaos Archer ce 


Cost: 155pts 


Chaos archers are ruthless long 
range fighters whose accuracy 
with a bow parallels those of the 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


wood elves. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8 2(2) 2 2 3 


6 


=) 


5 


5 


3 


Notes: 
Sure Shot 


Chaos Knight ae 


Cost: 110pts 


Chaos Knights are the strong cavalry of Chaos. They 
ride fearsome Chaos Steeds and wear ornate chaos 


armor. 
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Notes: 


Parry: 5 or 6 


Chaos Knights ride horses, see Beasts of Burden for 


stats. 
Chaos Champion Q Cost: 175pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 5/5 5 9 4 


Notes: 


Parry: 5 or 6 


Chaos Lord ® 


Cost: 330pts 


Chaos lords are the mightiest leaders of Chaos that 
lead insurmountable armies of Chaos warriors and 
knights into battle. They are the most ruthless and 

bloodthirsty on the field of battle. 


Aura: +1AD, +1DD (5 Spaces) Chaos Warriors 
Only 
Soul Drain: +2BP* 


*Desperate Measures: 

The Chaos Lord can only kill and siphon the life of 
other Chaos Followers in order to stay alive. This 
ability does not work for any other creature. 


Chaos Sorcerer ce) 


Cost: 115pts 


Chaos Sorcerers are 
amongst the most feared 
followers of the dark 
_ powers. They wield 
_ powerful magic against the 
' enemies of Chaos, whether 
found on the battlefields or 
in the deepest dungeons 
that lie below the surface. 


_ 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


6 


3 


4 


4 


6 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


6 


a7 


6 


Notes: 
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Notes: 
Spell Caster: 4 Chaos spells 


Exalted Chaos Sorcerer 


Cost: 150pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 3 5) 6 8 
Notes: 


Spell Caster: 6 Chaos spells 


Champion of Khorne 


Cost: 135pts 


Frenzy: 2 


Exalted Champion of Khorne 


220pts 


Cost: 


Exalted Champions of Khorne bear the mark of 
Khorne that protects them from magic. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 7/7 5 9 3 
Notes: 
Frenzy: 2 
Magic Resistance: ® 
Lord of Khorne Cost: 285pts 


Lords of Khorne bear the mark of Khorne that 


protects them from magic. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 3 ©) 6 8 
Notes: 
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Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 8/8 5 jy 4 
Notes: 
Frenzy: 2 


Magic Resistance: ® 


Champion of Nurgle ® Cost: 205pts 


Champions of Nurgle are 
blessed by their god with 
pestilence and disease. They 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
4 7/7 7 2 5 
Notes: 
Diseased 


relish in the filth of battle py 
Movement | Attack | Defend | Body 
Squares Dice Dice Points | Points 
4 5/5 6 6 4 
Notes: 
Diseased 


Exalted Champion of NurgleCost: 250pts 


Exalted Champions of Nurgle are blessed by their 
god with pestilence and disease. 


Champion of Slaanesh Cost: 190pts 


Followers of Slaanesh take 
pleasure in all things and all 
sensations. One of the 
greatest of these sensations is 
pain and any wounds merely 
excite their attack even 
further. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
4 6/6 i 9 4 
Notes: 
Diseased 
Lord of Nurgle © Cost: 320pts 


Lords of Nurgle are blessed by their god with 
pestilence and disease. 
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Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 |4/4/4/ 5 | 4 | 4 


Notes: 


Retaliate: 4AD 


Exalted Champion of Slaanesh_ Cost: 


235pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 5/5/5 | 6 7 4 
Notes: 
Retaliate: 5AD 
Lord of Slaanesh Cost: 300pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 6/6/6 | 6 10 5 
Notes: 


Retaliate: 6AD 


Champion of Tzeentch © Cost: 160pts 


Tzeentch is the changer of ways and can twist fate 
in order to aid his followers. 
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Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 4/4 5 6 6 
Notes: 


Spell Caster: 2 Chaos Spells 
Twist Fate: 1 Reroll 


Exalted Champion of Tzeentch Cost: 


215pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 5/5 6 9 6 
Notes: 


Spell Caster: 3 Chaos Spells 
Twist Fate: 2 Rerolls 


Lord of Tzeentch @ Cost: 300pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 6/6 6 12 7 
Notes: 


Spell Caster: 4 Chaos Spells 
Twist Fate: 3 Rerolls 


Cult of Chaos 


The cult of Chaos follows the Daemons of Chaos 
and seeks ways to manifest them physically in the 


empire. 


Brethren of Chaos a) 
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Cost: 115pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
9 2/2 2 2 2 
Notes: 


Intimidation: ® 


Dark Soul fe) 


Cost: 145pts 


Dark Souls have 
become driven insane 
by scary possession 
experiences. They are 
immune to spells and 
attacks that would 


affect the mind 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8 3 Z 2 1 
Notes: 


Immunity: Spells that affect the mind (sleep, fear 


etc). 


Intimidation: © 


Possessed are warped beings that where once human 
form, they have suffered several hideous mutations. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8 2 3 Z 2 


Magister ¢é) Cost: 145pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8 2 5 3 7 


Notes: 


Intimidation: ® 
Spell Caster: 6 Chaos Spells 


Notes: 
Daemon 
3 Mutations: 


Choose up to three of the mutations from the list 
below for the Possessed (it would be best if the 
mutation is already shown on the figure). 


Mutations 
Mutation Effect 
Blackblood Retaliate: LAD (Acid spray) 


Mutant ie Cost: 90pts 
A mutant has obviously been mutated by the forces 
of chaos. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8 2 3 2 2 


Cloven Hoofs 


Gains 4 additional movement 
spaces and a Charge of 3 
additional attack dice 


Notes: 
1 Mutation: 


Choose one of the mutations from the list below for 
the Mutant to have (it would be best if the mutation 
is already shown on the figure). 


Possessed 45 


o2 


Cost: 145pts 


Daemon Soul | Tough 
Extra Arm Gains | additional attack. 
Great Claw + 2AD and +1DD 


Scorpion Tail 


Residual Damage: -1BP +1DD 


Spines 


spines. 


When attacked in hand to hand 
combat, the attacker suffers 1 
Combat Die of damage from 


Tentacles 


Diagonal Attack + 1AD 


Chaos Beasts 


The beasts of Chaos are warped by Chaos magic and 


powered by fusions of magic. They no longer 


represent what they once were and now only serve 
the forces of Chaos. 


Chaos Dragon 


A Chaos Dragon is 
the mightiest of all 
Dragons, racked 
with mutation. It has 
two heads and two 
tails. Each head can 
breathe different 
devastating flame 
which can totally 
destroy a Warrior. 


Cost: 520pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
12 S*/3** | Q' 12 8 
(7/7/7/7) 


Notes: 
Flight 
Fearsome 
*Tough 


*Fire Breath: SAD 


93 


Place the dragon breath template in front of the 
dragon in the direction you wish it to use its breath 
attack; it must be in a straight line, not diagonal. 
Ignore the fact that the template may go over into the 
next room or through walls, the breath attack cannot 
pass through solid walls or closed doors. Each figure 
that falls under the template takes the damage rolled. 


**Poison: Breath: 3AD 

Place the dragon breath template in front of the 
dragon in the direction you wish it to use its breath 
attack; it must be in a straight line, not diagonal. 
Ignore the fact that the template may go over into the 
next room or through walls, the breath attack cannot 
pass through solid walls or closed doors. Each figure 
that falls under the template takes the damage rolled. 


Chaos Hound Wane Cost: 95pts 
Some 
Warriors of 
Chaos 
control 
packs of 
snarling, 
vicious war 
dogs. These 
creatures 
have been 
cruelly mutated by their exposure to Chaos, and bear 
barbed tails, skeletal faces and sometimes extra 
heads and limbs. 


Movement 
Squares 


Body 
Points 


Mind 
Points 


12 


2 


2 


Notes: 
Grouping 


Chaos Spawn a) 


Cost: 140pts 


Chaos Spawn are twisted mutations of humankind 
and have lost all sanity and instinct. They slither 
around gibbering, hissing or howling, attacking 
anything in their way. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


2D6 


1D6* 


4 


10 


0 


Notes: 
Daemon 


*Random attack: 1D6 
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Chaos Spawn have a random number of Attack Dice 
determined by rolling 1d6. 


Uncontrollable: 

A Chaos Spawn will always charge towards the 
closest figure and attack them unless it is a daemon, 
in which case they will ignore them. If there are no 
figures in the same room or passage, give the player 
on the Game Master's left a token (call it the Spawn 
Token). Both of you roll 1d6. The person with the 
highest score controls the spawns movement this 
turn. Reroll all ties and once finished, the player 
passes the token onto the player on their left and so 
on, skipping the Game Master. Note: If any daemon 
is in the same room or within 5 squares in a passage 
or outdoors, then the chaos spawn will be controlled 
by the Game Master like any other monster. 


Ogre Dragon &> 


Ogre Dragons are 
ancient, brutish 
reptiles that live in 
the deepest 
mountain caves, 
only emerging 
during mighty 
storms to do battle 
on the mountain 
tops. 


Cost: 240pts 


Furies are small daemons that the 
other legions often use as hunting 
beasts. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
10 6/6 4 12 2 
Notes: 
Trample 


Ogre Dragon Shaggoth Cost: 355pts 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


15 


4 


2 


Z 


Z 


Notes: 
Daemon 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


10 


9/9/5 


8* 


10 


4 


Notes: 
Fearsome 


Knockback 


*Tough 
Trample 


Flight 
Pickpocket 


Daemon Prince €) Cost: 410pts 
Daemon Princes are the mortal Champions of Chaos 
who have pleased the gods and been promoted to 
daemonhood. They are incredibly strong as their god 
has enhanced all parts of their body to reward them 
for their service. They have the ability to fly, either 


Daemons of Chaos 

Feeding the Empire with the power of Chaos, the 
Daemons hope to gain control and rule the land. 
They send their followers out in mass to do their 
bidding, infusing them with chaotic magic. 


Chaos Fury @ Cost: 145pts 
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with wings, or by sheer effort of wills. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


10 


8/8 


8* 


10 


8 


Notes: 
Daemon 
Fearsome 
Flight 
*Tough 


Daemon Prince of Khorne 


Cost: 475pts 


parts of their body to reward them for their service. 
They have the ability to fly, either with wings, or by 
sheer effort of wills. Daemon Princes of Nurgle carry 
the dreaded disease, Nurgle’s Rot. 


Princes of Khorne enjoy the 
cries of anguish from their 
enemies as they attack them 
with ferocity. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


8 


8/8 


Q* 


12 


8 


Notes: 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


10 


8/8 


8* 


12 


6 


Notes: 

Daemon 

Fearsome 

Flight 

Frenzy: 2 

Magic Resistance: © 
*Tough 


Daemon Prince of Nurgle EVeost: 565pts 


Daemon Princes are the 
mortal Champions of 
Chaos who have pleased 
the gods and been 
promoted to 
daemonhood. They are 
incredibly strong as their 
god has enhanced all 
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Daemon 

Diseased 

Fearsome 

Flight 

Spell Caster: 6 Chaos Spells 
*Tough 


Distraction: Cloud of Flies 
Daemon Princes of Nurgle are surrounding by 
buzzing swarms of disease ridden flies. 


Daemon Prince of Slaanesh $3 | Cost: 
575pts 


Daemon Princes are the mortal 
Champions of Chaos who have 
pleased the gods and been promoted 
to daemonhood. They are incredibly 
strong as their god has enhanced all 
parts of their body to reward them for 
their service. They have the ability to 
fly, either with wings, or by sheer 


effort of wills. Daemon Princes of Slaanesh take 


great pleasure in the extreme pain that normal 


mortals experience. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


10 


6/6/6 


8* 


12 


Notes: 

Daemon 

Diseased 

Fearsome 

Flight 

Spell Caster: 6 Chaos Spells 
*Tough 


Distraction: Cloud of Flies 
Daemon Princes of Slaanesh are surrounding by 
buzzing swarms of disease ridden flies. 


Daemon Prince of Tzeentch 2 Cost: 
570pts 


Daemon Princes are the mortal Champions of Chaos 
who have pleased the gods and been promoted to 
daemonhood. They are incredibly strong as their god 
has enhanced all parts of their body to reward them 
for their service. They have the ability to fly, either 
with wings, or by sheer effort of wills. Dameon 
Princes of Tzeentch are granted the power of magic 
to bring their enemies to their knees. 


oF 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


10 


8/8 


8 


14 


10 


Notes: 
Daemon 
Fearsome 
Flight 


Spell Caster: 6 Chaos Spells 
Twist Fate: 4 Rerolls 


Daemons of Khorne 


Khorne is the Blood god, the god of 
battle. He sits upon a mighty throne 
of brass upon a sea of skulls. He is a 
god of warriors and he shows favor 
to those who fight to become mighty 
champions of chaos. Khorne is the 
most powerful of all the Chaos gods. 


Bloodletter 4) Cost: 140pts 
Bloodletters have red scaly hide and shiny black 
claws. These daemonic creatures are furious fighters 
with strong arms and 
murderous talons, but 
their most fearsome 
weapons are their 
Hellblades. These 
weapons glow with 
deadly enchantment, and 
cause terrible wounds that 
can slay the mightiest 
hero. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


8 


6/6 


3 


8 


3 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


8 


6 


3 


4 


3 


Notes: 
Daemon 
Frenzy: 2 


Magic Resistance: ® 


Flesh Hound @z=9 Cost: 250pts 


Notes: Flesh Hounds are the hunting beasts 
Daemon of Khorne. They are daemonic 
Frenzy: 2 hounds with heads both reptilian 
Magic Resistance: ® and canine. They have a thick hide 
to protect them from harm and wear 
special collars to nullify the effects 
of magic against them. 


Bloodhowler G9 


Cost: 195pts 
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Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


14 


6 


4 


5 


3 


Notes: 

Daemon 

Immunity: Magic Spells* 
Sprint 


*Anti-Magic Collar: 

All Flesh Hounds wear heavy iron collars of Khorne. 
These collars make them immune to all spells (both 
beneficial as well as harmful ones) and prevents any 
enemy spell caster in the same room (or within 5 
squares in a passage or outdoors) from casting spells. 


Juggernaut ie | Cost: 165pts 


Juggernauts are huge daemon beasts whose flesh is 
brass and whose blood is pure fire. They are brutal 
and fierce creatures. 


9 4 5 6 1 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
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Notes: 

Charge 

Daemon 

Magic Resistance: 1% on 2 CD 

Mountable: Champions of Khorne, Exalted 
Champions of Khorne, Lords of Khorne, 
Bloodletters and Bloodhowlers 


Bloodthirster Cost: 650pts 
Bloodthirsters are huge terrifying monsters, the 
greatest and most deadly of all Khorne’s daemons. 
Their master is the Chaos god of Battle, and 
Bloodthirsters are the greatest fighters of all daemon- 
kind. They are savage, bellowing creatures, with the 
heads of ferocious dogs and snarling teeth. Their 
blood- 
stained fur 
is either 
red or 
black, and 
their armor 
is ruddy 
bronze and 
black iron. 
A 
Bloodthirs 
ter carries 
two 
weapons, 


an Axe of Khorne and a long, barbed lash. The axe is 
an enchanted daemon weapon, a living thing that 
thirsts for blood and slaughter. Although 
Bloodthirsters have no magical powers they are 
exceptionally strong and savage fighters. A single 
daemon of this kind is a match for an entire mortal 
army. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


10 


8/8/8/ 


Q* 


15 


6 


4* 


Notes: 

Daemon 

Flight 

Fearsome 

Magic Resistance: 1% on 4 CD 
Reach: Whip (4CD Attack Only) 
*Tough 


Daemons of Nurgle 


Nurgle is the Great Lord of Decay 
who loves disease and 
putrefaction. For his amusement 
he devises foul sicknesses and 
plagues which he inflicts upon the 
world. Nurgle is third in power of 
the Chaos gods. 
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Plaguebearer @ Cost: 180pts 


Plaguebearers are created 
from all the poor mortal 
creatures who have died of 
the dreaded disease Nurgle’s 
Rot, a terrible and incurable 
contagion and one of 
Nurgle’s finest concoctions. 
Plaguebearers carry almost 
every disease known to 
mortal kind. Plaguebearers 
have green, putrid skin, split 
and rancid like that of 
Nurgle himself. They have a 
single eye and one horn 
which sticks straight out of 
their foreheads. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


6 4 5 4 3 


Notes: 
Daemon 
Diseased 


Distraction: Swarm of Flies 
Plaguebearers are surrounding by buzzing swarms of 
disease ridden flies. 


Nurgling 0 Cost: 115pts 


Nurglings feed upon the pus and slime that dribble 
from the sores of a Great Unclean One. They are 
minute images of Nurgle himself with green skin 
covered with boils and sores. Although Nurglings 
are tiny there are many of them and they move 
together in a huge, writhing mass. They have sharp 
teeth and can overwhelm an enemy by sheer 
numbers. 


that ooze a paralyzing slime. 
These loathsome creatures 
also leave a slimy, corrosive 
trail behind them as they 
move, like that of a snail or 
slug, and carry all manner of 
disfiguring and fatal diseases. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


6 3/3 5 8 ] 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


8 1 1 1 2 


Notes: 

Daemon 
Overwelming: 3 
Poison: Claws 


Beast of Nurgle €) Cost: 255pts 


The Beasts of Nurgle are gigantic and slug-like. 
Their heads are topped by a fringe of fat tentacles 
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Notes: 

Daemon 
Diseased 
Paralyze: Touch 


Great Unclean One € Cost: 700pts 


The Great Unclean One 
resembles Nurgle himself; 
huge, green skinned and 
bloated with disease. Pus 
and slime dribble over the 
Daemon’s body, glistening 
on its leprous skin. A Great 
Unclean One can vomit a 
stream of blood, maggots 
and slime that drowns its 
victims in diseased filth. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
4 7T/7*/ | 10% 15 12 
Tk 
Notes: 
Daemon 
Fearsome 


*Poison: Blade (second attack only) 
Spell Caster: 9 Chaos Spells 
*Tough 


Distraction: Cloud of Flies 
Great Unclean Ones are surrounding by buzzing 
swarms of disease ridden flies. 


**Rlail: (Last attack) 

Diseased 

Spread Attack 

The Great Unclean One uses a large filthy flail to 
attack its enemies as its third attack. 


Daemons of Slaanesh 


Slaanesh is the youngest of the Chaos 
gods and is known as the Prince of 
Chaos. Slaanesh is seductive and 
beguiling, drawn to mortals possessed by 
beauty and charm. He offers temptations to his 
followers only a god can offer, and no one can resist 
his lure. 
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Daemonette @ Cost: 145pts 


The Daemonettes 
are the most 
numerous of all 
Slaanesh’s 
daemons. They 
have a perverse 
beauty, unnatural 
and disturbing, but 
at the same time 
are undeniably 
potent. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


10 4/4 3 2 4 


Notes: 
Daemon 


Aura of Slaanesh: 

Daemons of Slaanesh are beautiful and twisted at the 
same time, whispering promises of unimaginable 
pleasure and desire. A hero who is fighting a Keeper 
of Secrets loses 1 Attack Die and 1 Defend Die (to a 
minimum of (0). For each of their mind points the 
hero rolls 1d6. On a roll of a 6 the enchantment is 
broken and they can attack and defend normally. 


Fiend of Slaanesh 


The Fiend of Slaanesh is a 
bizarre daemon, a mixture 
of scorpion, reptile and 
human. With its long 
barbed tail, the Fiend can 
strike directly over its head 


Cost: 180pts 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


15 


3 


2 


5 


2 


Notes: 
Daemon 


to stab its opponents. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


10 


4/4 


3 


5 


4 


Notes: 
Daemon 


Drug: 

Fiends of Slaanesh exude a fragrant odor that clouds 
the mind and fills it with wonderful dreams. All 
heroes adjacent to the Fiend have their Attack Dice 
and Defend Dice halved and they are unable to cast 
any spells. 


Steed of Slaanesh @i@ Cost: 145pts 
Steeds of Slaanesh are strange beasts 
on two feet that can be ridden. Their 
skin is brightly colored and they 
have a green mane. They have a long 
tubular tongue which is bright blue 
in color. 
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Mountable: Champions of Slaanesh, Exalted 
Champions of Slaanesh, Lords of Slaanesh and 
Daemonettes 

Sprint 


Ensnare: 

Instead of its normal attack, the Steed of Slaanesh 
can attempt to ensnare an opponent with its long 
tongue. Roll 1 combat die. On a roll of a skull, the 
target becomes ensnared. They cannot move and 
have their Defend dice halved; they can attack 
normally. While the Steed of Slaanesh has a 
character ensnared it cannot attack or move, but if it 
has a rider, they can attack at will (but cannot move). 
Only once the Steed of Slaanesh is dead can the 
snare be broken. 


Keeper of Secrets €2 Cost: 555pts 
The Keeper of Secrets is a bull-headed monster with 
two pairs of arms, one pair ending in awesome crab- 
claws. Its body is decked with gorgeous jewels and 
delicate silks, and its razor sharp claws are decorated 
with brightly colored lacquers. 


Movement 
Squares 


Attack 
Dice 


Body 
Points 


Mind 
Points 


12 


6/6/6/ 
6 


13 


13 


Notes: 
Daemon 
Fearsome 
*Tough 


Aura of Slaanesh: 
Daemons of Slaanesh are beautiful and twisted at the 
same time, whispering promises of unimaginable 
pleasure and desire. A hero who is fighting a Keeper 
of Secrets loses 1 Attack Die and 1 Defend Die (to a 
minimum of 0). For each of their mind points the 
hero rolls 1d6. On a roll of a 6 the enchantment is 
broken and they can attack and defend normally. 


Dark Promises: 


104 


The Keeper of Secrets may choose one character on 
each of the Game Master's turns in the same room 
(or within 6 squares in a passage or outdoors). That 
character can do absolutely nothing for their next 
turn unless they can roll a 6 on a number of standard 
dice equal to their Mind Points. The character cannot 
move, attack, cast spells, search or even defend them 
selves while they are effected (the spell only lasts 
until the Game Master’s next turn). 


Daemons of Tzeentch 


Tzeentch is the Great Sorcerer, the god of magic. He 
is known as the Changer of Ways because he directs 
the fate of the Universe. He 
shows favor to those who use 
intelligence, especially wizards 
and magical creatures. He prefers 
manipulation and intrigue over 
violence. Tzeentch is almost as 
powerful as Khorne but his power 
is that of magic, not war. 


Pink Horror @ Cost: 125pts 
Horrors of Tzeentch are wild creatures 
made from raw magic. They are full of 
boundless energy and spin like tops as they 
whirl around the dungeon. When a Pink 
Horror is killed it immediately splits into 
two Blue Horrors and continues to fight. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Points 


Body Mind 
Points 


8 


4 


4 


3 5 


Notes: 
Daemon 


Split: 


When a Pink Horror is killed it splits in two. Place 
two Blue Horrors on the board in the square that the 
Pink Horror was killed (placing the second in the 
closest free square). The Blue Horrors will attack 
and move normally on their next turn. 


Blue Horror «) 


Cost: 75pts 


Flamer of Tzeentch @ 


Cost: 205pts 


Flamers are amongst the strangest of all daemons. 
Their lower portions resemble inverted mushrooms 


with two 
flexible arms 
each spitting 
magical 
flames. A 


. Flamer has 


no head as 
such, but its 
eyes and 
gaping maw 
lie between 
its swaying 
arms. 


Blue horrors look and act like Pink Horrors only 
differing in size and color. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


10 


A [4% 
(2) 


3 


2 


5 


8 


2 


2 


1 


3 


Notes: 
Daemon 
Grouping 
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Notes: 
Daemon 


*Great Balls of Fire: 
Flamers can shoot two magical balls of flame each 


doing 4 combat dice of ranged damage to any 


creature in its line of sight. 


and move by hovering through the air. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


15 


Z 


4 


3 


3 


Notes: 
Daemon 
Flight 


Screamer of Tzeentch @ Cost: pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


15 


6 


3 


5 


3 


Notes: 
Daemon 
Flight 


Swoop: 


Instead of its normal attack, the Screamer can choose 
to use a swooping attack. It can move then attack 

with 3 combat dice (their opponent defends 
normally) then can move again. 


Disc of Tzeentch 


Cost: 160pts 


Mountable: Champions of Tzeentch, Exalted 
Champions of Tzeentch, Lords of Tzeentch, Chaos 
Sorcerers and Exalted Sorcerers 


Cost: 740pts 


Lord of Change x) 


The Lord of Change is 
huge and awesome in 
appearance, with cast 
multicolored wings and 
plumed body, its head is 
that of a monstrous 
predatory bird, and its 
scaled legs bear talons 
that are sharp and 


Discs of Tzeentch are things 
from the warp, shark like 
creatures that exist in the seas 
of magic. They have no limbs 


ef 
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deadly. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


10 


5/5 


Q* 


Notes: 


Daemon 

Fearsome 

Flight 

Spell Caster: A Lord of Change can pick any 
number of spells form any discipline except cleric 
spells and healing spells. Also, the Lord of Change 
can sacrifice its movement phase to cast an 
additional spell during its turn. 

*Tough 
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Gremlins 


Gremlins survive on what they can take from 
others. Coincidentally, they are one of the most 
despised races of the empire. 


Ice Gremlin & 


Cost: 115pts 


Movement 
Squares 


Body 
Points 


Mind 
Points 


10 


2 


] 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


10 


2 


3 


3 


3 


Notes: 


Steal: 

Instead of attacking, an Ice Gremlin may choose to 
steal an item from an opponent of the Game Master’s 
choice. The item cannot be one that a character is 
wielding or wearing, As soon as the gremlin steals 
the item, it runs away at full speed. If heroes catch 
and defeat the gremlin, they regain the item. If the 
gremlin cannot be seen, it escapes with the item and 
is removed from the game board. (The game Master 
should make note of any items stolen in this way). 


Gremlin Cost: 80pts 
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Notes: 
Pickpocket 


Goblins 


Goblins vary in size although they are 
typically smaller than Orcs and usually smaller than 
a man. Goblins have quick, nimble fingers and small 
darting eyes and their teeth are tiny and very pointy. 
Goblins look rather thin and scrawny with gangly 
arms and have high pitched voices. 


Goblin & Cost: 55pts 
These green-skinned creatures are small and cruel. 
Despite their small stature and lack of brute strength, 
they are dangerous foes. Orcs have enslaved many 
goblin tribes, and the two are often found together. 


Goblin Archer & Cost: 140pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
10 | 20)/| 1 1 5 


Goblin Commander 


Cost: 120pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
10 3 2 4 3 
Notes: 


Morale: Goblins (+1AD, +1DD) 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
10 2 1 1 1 
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Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
10 3 3 6 4 
Notes: 


Aura: +1AD (4 Spaces) 


Goblin Shaman & 


Goblin Shamans practice a 


crude form of Orcish 
magic, drawing on the 
power of the Waaagh! 


generated by other Goblins 


Cost: 85pts 


mountains of the Old World in cool, dark caverns 


and tunnels. 


around them. 

Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 

10 1 2 2 4 

Notes: 

Spell Caster: 3 Chaos spells or 3 Orc Shaman 

spells. 

Night Goblin Cost: 60pts 


Night Goblins have adapted to life underground 
where they survive on fungi, Cave Squigs, beetles 
and bits of each other. They live underneath the 
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Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
10 2 1 1 1 
Notes: 


Hate: Dwarves 


Night Goblin Archer 


Cost: 145pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
10 | 20)| 1 1 p) 
Notes: 


Hate: Dwarves 


Night Goblin Netter Cost: 90pts 


Instead of a normal attack, night goblin netters use 
their nets to ensnare enemies. 


can be thrown 6 squares away and can be used in 
close combat. 


Night Goblin Fanatic @ Cost: 135pis 


Night Goblins cultivate many kinds of toxic fungi in 
their dark caves. One particular variety known as the 
Mad Cap Mushroom is much valued for its 
hallucinogenic properties. During battle, Night 
Goblin Fanatics gobble down handfuls of these 
mushrooms to turn them 
into whirling green 
killing machines. The 
Goblins become 
impervious to pain, 
almost completely 
unaware of their 
environment, hugely 
strong, and completely 
fearless. They swing a 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


10 


|* 


1 


1 


2 


Notes: 

*Net: 

Roll 1 combat die. If the result is a skull, their target 
is netted. While netted, the targeted character cannot 
move, or attack and they must roll 1 less die in 
defense. On their following turn, the target may 
attempt to break free by rolling their normal attack 
dice. If a white shield is rolled, they are free. Nets 
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massive iron ball on the 
end of a chain in a 
circle spinning around 


wildly. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
2D6* aes 1 1 1 


Notes: 


**Diagonal Attack & Whirlwind Attack 


Immunity: Spells that affect the mind or Mind 
Points (sleep, fear etc). 


*Mindless Fanatic: 

Night Goblins Fanatics will always move directly 
towards a Hero no matter what. Night goblin 
Fanatics roll 2d6 for movement, however If a double 
1 is rolled, they strangle themselves with their ball 
and chain and are killed. 


Night Goblin Squig Herder @=2 


90pts 


Cost: 


The Goblins that live in the caves and tunnels under 
the Worlds Edge 
Mountains hunt the 
wild Squigs that also 
live there. When 
trained (and even if 
they're not!) the 
Squigs are used as 


Control Squigs: 

Squig Herders allow the Game Master to control 
cave squigs as if they were any other monster. As 
long as a Night Goblin Squig Herder is in the same 
room, or within 5 squares in passages and outdoors, 
then Cave Squigs ignore the Uncontrollable rule (See 
Cave Squigs). 


Night Goblin Squig Noiser © Cost: 95pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


10 1 1 1 2 


guard dogs or herded 
into battle. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
10 pis 1 1 pi 
Notes: 
*Diagonal Attack 


Hate: Dwarves 
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Notes: 

Control Squigs: 

Squig Noisers allow the Game Master to control 
cave squigs as if they where any other monster. As 
long as a Night Goblin Squig Noisers is in the same 
room, or within 5 squares in passages and outdoors, 
then Cave Squigs ignore the Uncontrollable rule (See 
Cave Squigs). 


Casting Distraction: 

Squig Noisers are equipped with a number of noisy 
instruments, such as cymbals and bag pipes. Any 
Spell Casting character in the same room, or within 
10 squares in passages or outdoors, as a Squig 
Noiser must roll a White Shield on 1 combat dice 
before they can cast a spell. 


Night Goblin Squig Hopper @ Cost: 
70pts 


When mounted by a Goblin, Cave Squigs begin to 
bounce and buck to get them off. Well trained Night 
Goblin Squig Hoppers can control Squigs even under 
adverse conditions. Even the best Squig Hopper 
loses control some of the time. 


Movement. It will then attack anything it is adjacent 
to at the end of its move (The Game Master still gets 
to direct squigs attack, the player only controls 
movement). 


Bounce: 

When mounted by a Goblin, Cave Squigs begin to 
bounce and buck to get them off. This allows them to 
move over furniture and figures without penalty but 
they cannot end their turn on a furniture piece or a 
figure unless the optional furniture rule is used. 


Night Goblin Leader Cost: 80pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
10 2 2 3 3 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


2D6 > ] 3 1 


Notes: 


Hate: Dwarves 


Notes: 

Semi-Controllable: 

When ever the Game Master wants to move a Squig 
Hopper he must roll 1 Combat Die. On a roll of 
anything but a Black Shield it is controlled normally, 
otherwise the player with the squig token (see Cave 
Squigs) gets to control the Squig Hoppers 
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Night Goblin Boss Cost: 125pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


10 


3 


ps 


4 


3 


Notes: 


Hate: Dwarves 


Morale: Goblins (+1AD, +1DD) 


A Night Goblin Shaman may choose to eat a 
mushroom before it casts a spell. Roll 1combat die 
and consult the following table. 


Night Goblin War Boss Cost: 145pts 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


Dice Roll 


Effect 


10 


3 


3 


6 


4 


Notes: 


Aura: +1AD (4 Spaces) 
Hate: Dwarves 


Night Goblin Shaman © Cost: 130pts 


Night Goblin Shamans 
get their power from 
eating special magic 
mushrooms that tap 
into the power of the 


iy 


The spell card can be kept for 
future turns and does not have to 
be discarded. 


e) 


The Night Goblin loses | Body 
Point as it brain begins to ooze 
out of its ears and the can do 
nothing else until its next turn. 


Night Goblin Shaman's eyes 
suddenly bulge, his cheeks puff 
up and his head begins to swell 
and then explodes, showering all 
those adjacent with brain matter, 
killing the Night Goblin Shaman 
instantly. 


Ore and Goblin gods - BL EET PE EP TET oP EET GEOL, 
Mork and Gork. 
Movement | Attack | Defend | Body | Mind 

Squares Dice Dice Points | Points 


10 


3 


3 


Notes: 


Spell Caster: 3 Chaos spells or 3 Orc shaman spells 


Mushroom Magic: 
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Imperial Soldiers 


Soldiers of the King, these 
troops are not as easily swayed 
my mere coin. They serve the 
emperor with zeal and form the 
upper echelon of the emperor’s 
army. 


Imperial Guard Cost: 100pts 
Imperial guards are used around the Royal palace 
and on ceremonial occasions. They also form the 
brunt of the Emperor’s tax collecting brigade. 


Dice 


Roll Effect 


This many soldiers 
appear, place them at 
1-3 the farthest distance 

“~ | possible, while still 
being visible to at least 
1 of the Heroes. 
AG False alarm. Nothing 

~~ | happens. 


Imperial Knights @ Cost: 85pts 
The prestigious and wealthy warriors in the 
emperor’s army become knights. Sworn to an oath of 
allegiance and often chivalry as well, they keep the 
empire safe from the hordes of Chaos. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


6 


3% 


3 


2 


ps 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Notes: 


*Diagonal Attack 


Alarm: 


The Imperial Guard can sound the alarm instantly 
summoning all other imperial soldiers in the area. If 
no imperial soldiers are marked in the quest map, 
roll 1D6 and consult the following table. 
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4 


3% 


4 


Z 


Notes: 
Charge** 


**Only when mounted. 


*Lance: 


Imperial Knights get 1 extra Attack Die and can 
attack diagonally while mounted if he has moved 


this turn. 


Imperial Tracker i) Cost: 100pts 
Trained to handle slogs, these trackers are an 
invaluable aide to any scout or party that needs to 
hunt down a lost trail. Trained to identify scents and 
follow them at a command, the slogs are diligent and 
almost unstoppable until they reach the trails end. 
Once the trail has ended, the slog must be richly 
rewarded with meat, or else it will turn on its master. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 2 or 3 2 2 


reverts to being Ravenous despite having the 
Imperial Tracker present. 


*Whip: 

The whip can reach up to 2 spaces away. If an 
opponent does not block this attack, it may be used 
to entangle him instead of dealing damage. While 
entangled, the Imperial Tracker may not make 
another attack, but can defend. The entangled enemy 
may not attack or defend but may attempt to break 
free immediately or on a future turn by rolling 1D6 
for each current body point, succeeding on a roll of 
6. The Tracker may choose to release them at any 
time. 


Lord Knights wy Cost: 90pts 
The best knights grow to be 
leaders and become rich 
through their many 
campaigns. Usually Lord 
Knights lead garrisons of 


1* 


Notes: 

Slog Tamer: 

Imperial Trackers have the ability to train and tame a 
wild slogs. When the imperial tracker is adjacent to a 
slog, move the two together (as one figure taking 
two spaces) using the tracker’s movement value. 
Ignore the Ravenous rule listed under the slog, 
unless the slog is used for tracking. If the slog is 
used for tracking and it is not fed afterwards, it 
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soldiers or mercenaries into 


battle. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


5 


4 


3 


4 


Notes: 
Charge** 


**Only when mounted. 


*Lance: 

Imperial Knight gains 1 extra Attack Die and can 
attack diagonally while mounted if he has moved 
this turn. 


Mighty Cannoneers Cost: 140pts 


The greatest and most costly 
regiments in the emperor’s 
army, the canonneers are 
few in number, mainly due 
to the exorbitant cost of 
cannons and their 
unreliability in battle. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


De 10*(1)| 4 Ake 4 


Notes: 

*Cannon Blast: 

Before shooting the cannon, select any target within 
15 spaces***. The target cannot be behind walls or 
other fortifications, but can be behind other 
creatures. For every two squares between the cannon 
and the target starting with the closest one to the 
Cannon, roll 1 Combat Die and consult the chart 
below. If the cannonball reaches its destination, 
follow the Explosion effect rules under the effect for 
a Black Shield. 
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Dice Roll | Effect 

Q The cannonball flies by, causing 
no damage. 
The cannonball bounces, causing 
1 automatic point of damage to 
S the creature(s) in that square. If 

this space is covered in water, the 

cannonball ends its movement 
here. 
The cannonball explodes, causing 
10AD of damage to the creature 
8 in that square and SAD of 
damage to anyone in an adjacent 
space, including diagonally. 


**Hard to Operate: 

The mighty cannon is manned by two soldiers. If 2 
or more Body points of damage is done to the 
Canoneer team, then one of the soldiers operating the 
cannon dies. The remaining soldier has his Defense 
Dice reduced to 2. The cannon can still be fired, but 
not moved. 


*** Misfire: 

If the cannon is aimed at any square within two 
spaces of itself, there is a chance of a misfire. Roll 
1CD. If the result is a Black Shield, the cannon 
backfires, splitting the barrel and killing the soldiers 
that operate it. Otherwise deal damage normally to 
all including the cannoneers if they are in range. 


Lizardmen 


Deep within the jungles of Lustria the 
Lizardmen live in their mighty pyramid temples and 
ruined cities. Ready to defend themselves against 
any invaders, they unleash their fury upon anyone 
who dares to defile their cities. 


Saurus 


Saurus are slow moving heat loving warriors that 
live in the desert. 


Saurus Brave & Cost: 65pts 


Saurus are slow moving and slow reacting creatures, 


even for Lizardmen. They are very ferocious 
however, and make excellent fighters. 
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Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


6 


4 


3 


Saurus Totem Warrior re) 


Cost: 80pts 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


8 


4 


3 


4 


2 


Suarus Temple Guard @ 


Each Pyramid 
Temple is guarded 
by specially trained 
Saurus Warriors. 
They are the best 
Warriors of all the 
Lizardmen. They 
usually are given 
the best weapons, 
such as halberds, 


and armor 


produced, and will 
guard the temple to 


Cost: 105pts 


Saurus Scar Veteran Q 


Cost: 120pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
5 4/3 5 6 3 
Saurus Oldblood Cost: 180pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
5 5/3 6 10 4 


Saurus Standard Bearer ®& Cost: 105pts 


Carrying the battle banner of the Lizardmen, the 
standard bearer leads the troops into battle, providing 
them both leadership and morale. Along with the 
battle drummer, they lull Lizardmen into a battle 


trance that means death for any foe. 


the death. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
5 3*/2 5 2 1 
Notes: 
*Diagonal Attack 
Saurus Champion Cost: 95pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
5 4/2 4 4 2 
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Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 4 4 | 4/4 
Notes: 


Aura: Lizardmen +1DD (Line of sight) 


Saurus Battle Drummer as Cost: 140pts 


The battle drummer pounds out a perfect prescription 
to induce the battle trance. By itself a great aid, but 
when combined the standard bearer strengthens the 
Lizardmen army to unbelievable strength. 


anyone can match their 
marksmanship. Skinks 
rarely travel alone, 
preferring to move about 
in large groups. Skinks 
carry blow pipes and fire 
poison darts from them. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


6 


4 


3 


3 


4 


Movement 
Squares 


Attack 
Dice 


Body 
Points 


Mind 
Points 


1 


3 


Notes: 
Aura: Lizardmen +1AD (Line of sight) 


Battle Courage: 

If the battle drummer and standard bearer are both in 
play, all Lizardmen in 12 spaces of the drummer are 
able to absorb one body point of damage. This 
damage is not removed from the Lizardman’s Body 
Points and it is treated as automatically blocked. 


Skinks 


Skinks are agile reptiles that live in the wetlands. 


Skink Warrior o Cost: 205pts 


Skinks are fast, agile reptiles, best suited for 
scouting. They make superb archers and hardly 
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10 |2*(2)| 2 


Notes: 

Elemental Boost: Water (+1DD) 
Ignore: Water 

Poison: Darts 


Chameleon Skink Cost: 290pts 
Chameleon Skinks are a 
rare breed of Skinks able 
to change color and 
patterning to match 
whatever the surroundings 
are. By doing this they are 
able to confuse their 
opponents and therefore 
sneak up on them, 
undetected. Due to their 
natural camouflage, 
Chameleon Skinks are 


incredibly hard to see. Skinks carry blow pipes and 
fire poison darts from them. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


10 


3*(1) 


3 


1 


3 


Notes: 
Ambush** 


Camouflage 


*Poison: Darts 


**Delay Ambush: 
When a Hero enters a room that Chameleon Skinks 
are in, the Game Master may choose to keep them 
‘invisible’. The Game Master can also choose to 
reveal them any time, even between any two players’ 


turns, and immediately move and attack with 


Chameleon Skinks. As soon as Chameleon Skink 
moves or attacks it is placed on the board as normal. 


If a Hero moves into an adjacent square with a 


Skink, they are treated as a Wandering Monster. 


Skink Champion 


Cost: 230pts 


Skinks carry blow pipes and fire poison darts from 


Notes: 


Elemental Boost: Water (+1DD) 


Ignore: Water 
*Poison: Darts 


Skink Great Crest 1) 


Great Crested 


Skinks are larger 
and stronger than 
normal Skinks and 
more intelligent, 
therefore only they 
have the talent to 
control a Horned 


Cost: 200pts 


them. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


10 


2*(3) 


3 


3 


3 
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One in battle. 

Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8 Ba) | 3 2 

Note: 

Diagonal Attack* 


Elemental Boost: Water (+1DD) 


Ignore: Water 


*Skink Warriors are armed with javelins which may 
be thrown or used like a spear. 


Skink Priest Cost: 80pts 


Skink Priests are extremely rare, for casting magic is 
the task of the Slann Mage Priests. However, 
sometimes a Skink learns the ways of magic. 
Because they are weak priests, their magic is not as 
strong as the much more powerful Slann Mage 
Priests. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


10 2 2 3 =) 


Notes: 

Elemental Boost: Water (+1DD) 

Ignore: Water 

Spell Caster: 3 elemental spells of Air, Fire, Earth, 
or Water. 


Skink High Priest Cost: 130pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


8 3 2 3 7 


Notes: 

Elemental Boost: Water (+1DD) 
Ignore: Water 

Spell Caster: 6 Lizardmen Spells. 
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Kroxigor 


The Kroxigor are cousins of the Saurus, bred for 
their brute strength and power. They are large, 
powerful creatures, yet their intellect and speech 
abilities are very limited. Nevertheless, they obey 
their instructions diligently, showing that they 
understand rather more than might be thought from 
their brutish appearance. 


Kroxigor Cost: 185pts 


Kroxigor are terribly 
strong creatures, able 
to bear enormous 
loads, and in battle are 
given heavy weapons 
to smash the enemy 
with. These weapons 
are often chained and 
bound to the arms, 
wrists and tails of the 
Kroxigor so that they 
do not drop them, for 
the most natural and 
instinctive way for 
Kroxigor to fight is with their massive clawed hands 
and teeth. The Kroxigor are heavily armored with 
natural scaling, and bony protrusions protect their 
stooped backs. 


Movement 
Squares 


Body 
Points 


Mind 
Points 


6 


10 


1 


Notes: 


Elemental Boost: Water (+1DD) 


Ignore: Water 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


4 


3 


6* 


12 


15 


Reach 

Kroxigor Slave (GED Cost: 110pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


6 5 2 6 1 


Notes: 

Elemental Boost: Water (+1DD) 
Ignore: Water 

Reach 


Slann Mage Priest Cost: 610pts 
Slann are the most intelligent of the Lizardmen. 
They are bloated toad type creatures who must be 
carried around on a palanquin by servants. They live 
for centuries - all the ones alive today are the same 
ones that served the Old Ones many centuries ago. 
They are the masters of Lizardman Magic. 
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Notes: 

Spell Caster: 12 spells from any of the following 
categories: Air, Darkness, Detection, Earth, Fire, 
High Mage, Lizardman, Protection, Storm Master, or 
Water spells. 

*Tough 


*Special Defense: 
The Slann Mage Priest may roll defense dice against 
all damage regardless of the source. 


Levitation: 

Slann Mage Priest can levitate over furniture and 
obstacles (such as pit traps) and other characters with 
no penalty. They cannot end their move on a piece of 
furniture or character however unless the optional 
furniture rule is used. 


Mercenaries 


Soldiers of fortune and fame, they work for the 
highest bidder. Some days, that may be the Heroes. 
On other days, it is for the forces of Chaos. Chaos 
has its advantages, and those who stay in service 
long enough to be come Master Mercenaries are 
highly trained. 


Archer © Cost: 130pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 4(1) 2 1 2 
Notes: 
Hiring Cost: 


Cost 75 gold coins to hire and 10 gold coins as a 


retainer. 


Crossbowman %a 


Cost: 145pts 


Hiring Cost: 

Cost 75 gold coins to hire and 10 gold coins as a 

retainer. 

Halberdier G (ey Cost: 75pts 

Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 

6 a 3 2 2 

Notes: 

*Diagonal Attack 

Hiring Cost: 


Cost 75 gold coins to hire and 10 gold coins as a 


retainer. 


ya 
Scout QO “” 


Cost: 80pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 3(1) 3 2 2 


Movement | Attack | Defend | Body | Mind 

Squares Dice Dice Points | Points 
9 2 3 2 2 

Notes: 

Hiring Cost: 

Cost 50 gold coins to hire and 10 gold coins as a 

retainer. 

Trap Expert: 


The scout can detect and disarm traps. To 
successfully disarm a trap, the scout must roll 
anything but a black shield on a single combat die. 


Swordsman @ 


Cost: 65pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
5 4 5 2 pi 
Notes: 
Hiring Cost: 
Cost 100 gold coins to hire and 10 gold coins as a 
retainer. 
Master Archer © Cost: 165pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
i 41) | @ | 2 | 3 
Notes: 
Hiring Cost: 


Cost 150 gold coins to hire and 50 gold coins as a 


retainer. 


Master Crossbowman @ Cost: 180pts 
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Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
7 311) | @ 3 3 
Notes: 
Hiring Cost: 
Cost 150 gold coins to hire and 50 gold coins as a 
retainer. 
Master Halberdier 7 Cost: 110pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
7 3* | @ | 3 3 
Notes: 
*Diagonal Attack 
Hiring Cost: 


Cost 150 gold coins to hire and 50 gold coins as a 


retainer. 


Master Scout 3 


Cost: 115pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
10 2 8) 3 3 
Notes: 
Hiring Cost: 


Cost 100 gold coins to hire and 50 gold coins as a 
retainer. 


Trap Expert: 

The scout can detect and disarm traps. To 
successfully disarm a trap, the scout must roll 
anything but a black shield on a single combat die. 


Master Swordsman &% Cost: 100pts 

Movement | Attack | Defend | Body | Mind 

Squares Dice Dice Points | Points 
6 4 6) 3 3 

Notes: 

Hiring Cost: 


Cost 200 gold coins to hire and 50 gold coins as a 
retainer. 
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Minotaurs 


Fierce as any beastman, minotaurs are feared for 
their strength and force of will. They have been 
known to route entire colonies of dwarves from their 
mines. 


Minotaur oO 


Cost: 85pts 


Minotaurs are large 
creatures, and have the 
torso of a hugely 
muscled human, but the 
horned head of a wild 
bull. Their immense 
faces are broad, squat 
and evil, with beady 
eyes, jutting fangs and 
snorting, flared nostrils. 


Movement 
Squares 


Body 
Points 


Mind 
Points 


8 


10 


2 


Notes: 
Charge 


Minotaur Lord & 


Cost: 285pts 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


7 


5 


15 


3 


Movement 
Squares 


Attack 
Dice 


Body 
Points 


Mind 
Points 


5 


4 


=) 


2 


Notes: 
Charge 


Minotaur Champion 
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Cost: 165pts 


Ninja 


Assassins of the deadliest 
sort, these agents of the 
mist work on a system of 
horror and pride. Once 


Notes: 
*Shuffle: 2CD 
Vanish: 5 or 6 


Ninja (Red) Cost: 205pts 


Red ninjas use shuriken. 


crossed, the only way to be 


rid of a ninja is to kill 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 2(3*) | 3* 6 3 
Notes: 
*Shuffle: 2CD 
Ninja Warlord @ Cost: 220pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
7 4* | 4* | 7 | 4 
Notes: 
*Shuffle: 2CD 


Vanish: 5 or 6 


them. 
Ninja (Black) @ Cost: 95pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
5 a 25 5 3 
Notes: 
*Shuffle: 2CD 
Ninja (Grey) Cost: 130pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
5 2 a 3 3 
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Ogres 


Ogres are large monsters, with the basic form of a 
Man but twice as tall and infinitely more savage in 
appearance. Ogres live for one thing: eating. They 
are often thought rather stupid by other races, but 
although it is true that they have difficulty with 
problems of logic or learning, they have an 
instinctive cunning and intuition that belies their 
brutish exteriors and are intelligent enough to adapt 
to other societies. 


Ogre mm 


Ogres have massive muscles, jutting jaws and thick 
bony foreheads. Once an Ogre decides to act it is all 
but unstoppable. 


Cost: 145pts 
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Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
4 6 4 10 2 


Ogre Warrior &) 4° 


Cost: 145pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 5 5 Variable 1 
Alternate stats: 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 5 5 10 1 


Ogre Champion 3) 4) 


Cost: 180pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 5 5 Variable 1 
Alternate stats: 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 a 5 12 1 


Ogre Chieftain @ 4 


Cost: 230pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
A 6 6 Variable 9) 
Alternate stats: 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
4 6 6 14 2 


Ogre Lord & 4 


Cost: 270pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
A 6 6 Variable 5 
Alternate stats: 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
4 6 6 15 5 
Notes: 


Absorb: 1 Physical 
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Orcs 


Orcs vary in height and physical appearance more 
than humans - some are no taller than a man but 
most are substantially larger. They are also much 
broader than humans, with big deep chests, massive 
shoulders and powerfully muscled arms. Orcs have 


large heads with huge jaws but they have tiny 


foreheads behind which lurk a thick skull and a little 


brain. 


Orc ef] 


Orcs are related to goblins but 


are larger and much more 


powerful. They form the rank 
and file of Zargon’s armies, 


delighting in cruelty and 


slaughter. Savage and vicious 
warriors, Orcs should never be 


Cost: 55pts 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


8 


2(2) 


2 


2 


2 


Orc Big’un A, 


Cost: 130pts 


Orc Big 'Uns were once normal sized Orcs, but for 
some reason continued to grow until they were big 


and powerful. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


underestimated. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


8 


4* 


2 


8 


3 


2 


1 


2 


Orc Archer ij 
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Cost: 140pts 


Notes: 


*Crushing Blow 


Orc Boss a 


Cost: 110pts 


greenskins around them to create raw Waaagh! 
Magic to hurl at their foes. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8 3 3 4 2 


Notes: 


Morale: Orcs (+1AD) 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8 2 4 10 4 


Notes: 


Spell Caster: 4 Chaos spells or Orc Shaman spells. 


Orc Shaman Apprentice ® Cost: 75pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8 2 2 2 3 


Orc Big Boss @ Cost: 105pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8 4 4 6 3 
Orc War Boss Yat Cost: 190pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8 3 4 10 4 


Notes: 


Morale: Orcs (+1AD, +1DD) 


Orc Shaman ped 


Cost: 180pts 


Orc Shamans are more powerful than their Goblin 


cousins, soaking up the psychic energy of the 
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Notes: 


Spell Caster: 3 Chaos spells or Orc Shaman spells. 


Black Orcs 


Black Orcs are the biggest and 
strongest of all Orcs. They are 
the most powerful, disciplined 
warriors, and regard all other 


Orcs and Goblins as puny 


weaklings. 


Black Orc & Cost: 65pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


a 3/3 3 2 2 


Black Orc Champion Cost: 105pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


7 4/4 3 4 3 


Black Orc Boss Vy Cost: 125pts 
Movement | Attack | Defend | Body Mind nipvement ae Detend ae ane 
: : : : Squares Dice Dice Points | Points 
Squares Dice Dice Points | Points 5/5 ri 12 A 
7 444 | 4 | 6 | 3 } 
Black Orc War Boss Cost: 210pts Savage Orcs 


Savage Orcs are more 
primitive than other Orcs, 
due to the addling effect of 
heat and strong sunlight on 
the Orcish brain. They 
dress in furs and skins, and 
decorate their bodies with 
tattoos and lucky charms. 
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*Tough 


Savage Orc Chieftain w 


Cost: 125pts 


Savage Orc ts Cost: 90pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8 3 Le 2 1 
Notes: 
Frenzy: 2 
*Tough 


Savage Orc Archer *) 


Cost: 170pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8 2(2) 1* 2 1 

Notes: 

Frenzy: 2 

*Tough 


Savage Orc Leader 


Cost: 105pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8 4 a 7 2 

Notes: 

Frenzy: 2 

*Tough 


Savage Orc Warlord © 


Cost: 200pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8 3 2 4 1 
Notes: 
Frenzy: 2 
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Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8 5 a 11 3 

Notes: 

Frenzy: 2 

*Tough 


Savage Orc Shamans are 
more primitive than 
normal Orc Shamans. 
They are close to nature, 
making them good 
Shamans. The majority of 
Savage Orc Shamans are 
wildly deranged and 
unstable individuals. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8 5 ae Bl 3 
Notes: 


Spell Caster: 4 Chaos spells or 4 Orc Shaman spells 
*Tough 


Good Juju: 

If a Savage Orc Shaman is in the same room or 
within 6 squares, in a passage or outdoors, of other 
Savage Orcs then all of them are able to reroll their 
Defend Dice once each time they are attacked. They 
must accept the second result; even if it is worse then 
the original. The Savage Orc Shaman will always get 
1 Defend Dice reroll. If several Savage Orc Shamans 
are in the same room each Savage Orc still can only 
reroll Defend Dice once per attack. 
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Skaven 


In the distant past, rats infesting a decaying ruin fed 
upon a mighty source of magic power. This source 
was a substance called warpstone - solidified 
fragments of raw sorcery. Under its unwholesome 
influence the scuttling vermin mutated, growing in 
size and intelligence into the vile children of Chaos 
known as the Skaven. The four most powerful 
Skaven are Clan Moulder, Clan Eshin, Clan Skyre 
and Clan Pestilens. The Great Clans are the masters 
of the Skaven and the rulers of their under-empire, 
and have complete ascendancy over the struggling 
mass of the ordinary Warlord Clans. The Skaven 
race is ruled by the Council of Thirteen. 


Skaven Warriors 4) Cost: 165pts 


Individual Skaven Warriors are vicious but cowardly 
creatures, and they are best deployed in large 
numbers. The more powerful warriors lead their 
brethren into combat, and a Clawleader will not 
think twice about stabbing his leader in the back in 
his desire to rise to the rank of Warlord. Skaven 
Warriors can use slings. Slings are specialist 
weapons and cannot be used by players. 
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Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


2 | 12)/ 2 | 1 1 


Notes: 
Scatter: 4 Spaces 


Skaven Slave Cost: 80pts 
Skaven slaves are the dregs of Skaven society, 
Skaven too unskilled or stupid to be of any use in 
battle. They have been captured from other Skaven 
clans in the many battles that are constantly fought 
between rival Skaven. They aren't expected to fight 
well, they are only expected to die. Pawleaders are 
nothing more than slaves with slighty more 
intelligence and are often used to lead the Skaven 
slaves into battle. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
12 1 2 1 1 
Notes: 


Scatter: 3 Spaces 


LP. 
Stormvermin ©&9 


Cost: 120pts 


The biggest, most powerful and vicious Skaven are 


organized into 


groups known as 


Stormvermin. 
Their fur is 


normally darker 
than normal and 


thus they are 
feared and 


respected by their 
brethren. These 
stronger warriors 
are picked by the 


Warlords to be 


elite 


their bodyguards. 


Skaven Champion = 


Cost: 100pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
12 3 2 3 3 
Notes: 


Scatter: 4 Spaces 


Skaven Chieftain 


Cost: 120pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
12 3 3 a 3 
Notes: 


Scatter: 4 Spaces 


Skaven Warlord 


Ney 
Nab 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


12 


3% 


3 


2 


3 


Notes: 


*Diagonal Attack 
Scatter: 4 Spaces 
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Cost: 150pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
2 4 4 8 4 
Notes: 


Scatter: 4 Spaces 


magicians of great power and may be found leading 
hordes of Skaven Clans into battle. Other Skaven 
Sorcerers - from Skaven Warlocks through to the 


White Seer 3 Cost: 155pts 


White Seers are albino Skaven wizards with 
unpredictable sourcerous powers derived from eating 


refined warpstone. 


powerful Warlock Chiefs - all recognise the 
superiority of the Grey Seers, cowering in fear when 
one approaches. 


Movement | Attack | Defend | Body Mind seek evang ce iets Pa He = ae 
Squares Dice Dice Points | Points — a — = —— 
6 3 13 1.474 i 4 |, 4/8 [7 


Notes: 
Scatter: 4 Spaces 


Sap Spell: 


At the beginning of the Game Master’s turn, the 
While Seer may take one spell at random from any 
player’s character with the ability, and Magic tokens 
to cast a spell in the Seer’s line of sight. The Magic 
user loses the number of Magic Tokens the sapped 
spell would cost as if they just cast it. The Seer may 
use the spell immediately, or save it for future use. 


Grey Seer © 


The mysterious Skaven 


Cost: 185pts 


Notes: 


Spell Caster: 8 Chaos Spells or Skaven Spells 


Vermin Lord re) 


A Vermin Lord is a daemonic 
form of the Great Horned Rat 
himself - the Skaven god 
Incarnate. Wielding a mighty 
Doom Glaive and capable of 
great sorcery, the Vermin Lord 
is a fearsome foe for even the 
most powerful Warriors to face. 


known as Great Seers Movement | Attack | Defend | Body | Mind 
are the servants of the Squares Dice Dice Points | Points 
Lords of Decay and 12 6/6/6 6 15 10 
carry their instructions # 


to the clans. Grey Seers 
are invariably 
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Notes: 

Daemon 

Fearsome 

Spell Caster: 8 Chaos Spells or Skaven Spells 
*Reach 


Clan Eshin 


Clan Eshin was also considered lost for a long time, 
having traveled to the far Eastern lands of Nippon 
and Cathay. When they returned, they ended the first 
Skaven civil war by assassinating the leaders of Clan 
Pestilens and their allies. They are stealthy assassins, 
skilled in the art of the silent kill. They provide a 
type of secret police for the Council of Thirteen. 
They are represented in the army by Night Runners, 
cheap expendable units of skirmishers; Gutter 
Runners, who function as a scout force; and 
Assassins, elite close combat characters who can 
hide in units of regular skaven until they strike at 
enemy characters. All three are described as being on 
one development path. The best Night Runners 
become Gutter Runners, the best of which become 
Assassins. 


Skaven Night Runner > Cost: 205pts 


Notes: 


*Poison: All Attacks 
Scatter: 4 Spaces 


Skaven Gutter Runner & 


Cost: 235pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
2 oa 2 2 3 
(3*/3*) 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


2 |e): 2 1 3 
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Notes: 
Ambush 


*Poison: All Attacks 
Scatter: 4 Spaces 


Skaven Assasin i) 


The black-clad 
assassins of Clan 
Eshin are rightly 
feared by those who 
know of them. They 
are trained from 


birth as quick, 


murderous fighters 
adept in the use of 
poisons, garrottes, 
throwing stars and 
all manner of exotic 


Cost: 555pts 


weapons. From the lowly Gutter Runners to the 
deadly Deathmasters, all are feared and respected. 
Skaven Assassins are highly agile and fast. This 
allows them to easily escape from danger. 


Movement | Attack | Defend | Body | Mind 

Squares Dice Dice Points | Points 

12 a 3 4 4 
(4*/4* 
/4*) 

Notes: 

Ambush 

Pass Through: Agility 

Poison: All Attacks 

Vanish: 4-6 


Clan Pestilens 


Clan Pestilens is based in the southern part of the 
world, and has been the cause for both of the two 
Skaven civil wars. The clan was considered lost in 
the jungles of Lustria, but when it resurfaced, it was 
changed. The rats of the clan had become completely 
devoted to The Horned Rat in his role as the 
harbinger of disease and plague. They are immune to 
most diseases and use the very plagues they worship 
as deadly biological weapons against the other races. 
Due to their diseased bulk, their plague monk troops 
are extremely tough, and deliriously fanatical in 
combat, providing a needed role of holding up 
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powerful enemies without breaking in the relatively 
low-leadership army of the Skaven. They also use 
rats infected with various foul contagions, and the 
deadly plague censers, flails laden with burning 
warpstone, that emit lethal poison gas. Their own 
leaders are subject to the diseases and includes the 
Plague Lord and the plague Pontifex. 


Skaven Plague Monk as Cost: 160pts 
The Plague Monks of Clan Pestilens are dedicated to 
spreading corruption and decay in the name of the 
Horned Rat. They are the initiates of infection and 
disciples of disease with agents scattered across the 
cities of the Old World . The results of their hideous 
experiments are listed in the evil tome known as the 
Book of Woe, which 
contains details of all 
known diseases. The 
Plague Monks are led by 
Plague Priests or even a 
mighty Plague Lord, and 
fight with frenzied 
devotion. Skaven Plague 
Monks are blessed by 
their god with pestilence 
and disease. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


10 2 3 2 3 


Notes: 
Frenzy: 2 
Diseased 


Plague Censer Bearer %3 Cost: 195pts 
The most fanatical and deranged members of Clan 
Pestilens are given the singular honor of wielding a 
plague censer. Inside this swinging ball burns a 
plague infested 
warpstone that emits a 
foul bubonic vapor as 
the censer is swung. 
Flesh exposed to the 


must roll a single combat die. On a roll of a skull 
they loose 1 Body Point. Undead, Daemons, Skaven 
Plague Monks, Skaven Plague Priests and other 
Plague Censer Bearers are unaffected and don’t need 
to roll to see if they suffer any damage. 


Skaven Plague Priest % Cost: 180pts 


Skaven Plague Priests are blessed by their god with 
pestilence and disease. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


10 


3 


4 


4 


4 


vapor quickly erupts 
into sores and fluid 
filled blisters. Plague 
Censer Bearers are 
blessed by their god 
with pestilence and 


disease. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


10 


3 


3 


2 


3 


Notes: 
Diseased 


Stench of Disease: 
All characters (heroes or monsters) adjacent to the 
Plague Censor Bearer at the beginning of their turn 
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Notes: 
Frenzy: 2 
Diseased 


Clan Skryre 


Currently, the most powerful Clan is Clan Skryre. 
These Skaven have devoted themselves to the study 
of magic and blending it with insane science and 
engineering. Their engineers are used to explain 
Skaven warmachines: the Ratling Gun, the Warpfire 
thrower, the Jezzail, and the fearsome Warp- 
Lightning Cannon. They also employ Warlock 
Engineers, who harness the winds of magic to 
devastating effect. 


combat dice of damage which they can defend 
normally. However if a black shield is rolled the 
target is poisoned. Multiple black shields cause no 
additional effect. The character cannot defend 
against the black shield. Place a marker by the 
character to show this. On each of their turns they 
must roll a combat dice. On a roll of a skull they lose 
1 Body Point. On a roll of a black shield the poison 
runs its course and the token is removed. 


Poison Wind Globadier ©} — Cost: 225pts 


The Poison Wind 
Globadier is able 
to throw poison 
wind globes. A 
poisoned wind 
globe is a fragile 
crystal sphere 
filled with a 
lethal warpstone 
gas. When the 
globe is 
shattered, a 
yellowish-green 
vapor billows out 


Glob Drop: 

If the Poison Wind Globadier is killed then all 
adjacent take damage as if they were hit by a poison 
wind globe. 


ae 


Rattling Gun Team ®2aa8 


to fill the area. The Skaven Ratling 
Gun is an invention of 
Note: Poison Wind Globadiers are immune to the the Warlock Engineers 


of Clan Skyre. It is 
powered by steam and 


poison wind globes due to their protective masks 


Movement | Attack | Defend | Body | Mind repeatedly fires shards 
Squares Dice Dice Points | Points of warpstone. 
8 5 2 1 3 
( ) Movement | Attack | Defend | Body Mind 
Squares Dice Dice Points | Points 
Notes: we 
Lob Glob: Se 6% + 2 4 p) 
Choose a place to throw globe and place a template (1) 


on that square (3 by 3 template, or all squares 
adjacent to the target). All characters (heroes and 


monsters) who fall under the template suffer 3 Notes: 


*Spread Attack 
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**Hard to Operate: 

The rattling gun is manned by two Skaven. If the 
team suffers 2 Body Points of damage one of the 
team is killed and the rattling gun can only be fired 
with 3 Attack Dice and move at half the movement 
squares. 


Warpfire Thrower Team | is Cost: 140pts 


The Skaven Warpfire Thrower is an invention of the 
Warlock Engineers of Clan Skyre. It hurls a blast of 
a volatile mixture of inflammable chemicals and 
powdered warpstone combined with magic. A single 
blast from a Warpfire Thrower can reduce a group of 
Warriors to charred ash in moments. 
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Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


xx 


6 xx 


2 


4 


2 


) 


Notes: 

*Warpfire: 

When the Warpfire Thrower Team fire their weapon 
place the special warpfire template in the direction 
you wish to fire (or measure a range of 8 squares or 
until the path of fire is blocked by a closed door or 
wall). Any who land under the template suffer 4 
Attack Dice of damage and may defend normally. 


**Hard to Operate: 

The warpfire thrower is manned by two skaven. If 
the team suffers 2 Body Points of damage, one of the 
team is killed and the remaining member can only 
move at half the movement. Also it is far more 
dangerous to use the warpfire thrower with only one 
skaven. Roll two combat dice before firing. If two 
skulls are rolled, the warpfire thrower explodes, 
killing the skaven and doing 5 Body Points of 
damage to all adjacent (including diagonally). The 
damage can be reduced for each affected character 
by rolling 5 combat dice. Subtract 1 for each white 
shield rolled. 


Warplock Jezzail Team 289 Cost: 135pts 
The Jezzails of Clan Skyre are powerful, long range 
missile weapons, firing warpstone charges and 
capable of punching through the toughest armor. 


Skaven Warlock Engineer 3) Cost: 225pts 


Skaven Warlock Engineers carry many complex 


weapons most commonly the Warplock Pistol. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


2 


4*(3) 


3 


5 


6 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


8* 


5*() 


3* 


Notes: 


*Hard to Operate: 
The warplock jezzial is manned by two skaven. If 
the team suffers 2 Body Points of damage, one of the 


team is killed and the remaining skaven has its 


Defend Dice reduced to 1. Also the jezzial is very 
heavy. In order to fire the jezzial, the remaining 
skaven cannot move in the same turn. 
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Notes: 
Spell Caster: 4 Chaos Spells or 4 Skaven Spells 


*Move or Shoot: 
The Skaven Warlock Engineer cannot move and fire 
the Warplock Pistol in the same turn. 


Clan Moulder 


Clan Moulder is based in the far north, where Master 
Moulders use warpstone in a mad combination of 
alchemy and genetic engineering to breed all sorts of 
monstrous beasts for war. They are a very wealthy 
clan, and rent out their beasts for other Skaven to use 
in battle. Their war-beasts are wolf-sized Giant Rats 
and the enormous Rat Ogres, akin to an Ogre what a 
normal skaven is to a man. To reflect their lower 
intelligence, they are led by Packmasters on the 
battlefield, and suffer severe penalties if the 
Packmaster is killed. 


Skaven Packmaster @ Cost: 160pts 
Skaven Packmasters are 
notorious for their use in the 
whip, a weapon that they 
learn to use with 
unparalleled ability. The 
Packmaster's intelligence, 
coupled with the beasts' 
ferocity is an extremely 
dangerous combination. 


creatures. Devoted entirely to bloodshed, a Rat Ogre 
is a hugely muscled killing machine with the speed 
and ferocity of a Skaven. 


Movement 
Squares 


Attack 
Dice 


Points 


Mind 
Points 


12 


ph i 


2 


3 


Notes: 
Scatter: 4 Spaces 


Rat Commander: 

Any Rats, Giant Rats, Mutant Rats, or Plague Rats in 
the same room (or within 5 squares in a passage or 
outdoors) of a Pack Master get 1 extra combat die of 
attack. Also, any Rat Ogre Champions in the same 
room (or within 5 squares in a passage or outdoors) 
will not be affected by the stupidity rules. 


Rat Ogre \u Cost: 65pts 


Rat Ogres are the most feared creations of the 
Skaven Clan Moulder. They are massive bulking 
monsters, created by a warped mix of different 
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Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


8 


3 


3 


1 


1 


Rat Ogre Champion e Cost: 110pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


10 


| 


4 


8 


1 


Notes: 
Frenzy: 2 


Stupid: 

Before a Rat Ogre Champion moves or attacks, roll 
1d6. 

If a 1, 2 or 3 is rolled, roll the 1d6 again and consult 
the chart below. 


Dice Effect 
Roll 
1-2 The Rat Ogre will not attack 
but defends normally. Also the 
Rat Ogre will not move this 
turn (stands dumbfounded or 
lies down for a rest). 

3-4 The Rat Ogre can only move at 
half of its movement this turn 
but fights normally. 

5-6 The Rat Ogre goes berserk and 
charges the closest character 
(hero or monster) and attacks 
(the Rat Ogre will stop 
attacking on its next turn 
unless it rolls this result again). 
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Trolls 


Trolls are large and foul creatures, with gangling 
limbs and cold, damp hides. Renowned for their 

strength and unthinking 
_ ferocity, Trolls can rip 
a man apart with their 
bare hands. Trolls are 
able to regenerate 
damaged flesh, and so 
are all but impossible to 
kill. Not only that, they 
have the ability to 
vomit the corrosive 
contents over their 
victim, melting armor, 
flesh and bone with 
ease. 


Movement 
Squares 


Attack 
Dice 


Body 
Points 


Mind 
Points 


6 


3/3 


7 


] 


Alternate Notes: 
Regenerate: +1BP ® or @* 


* Burn Degeneration: 
A troll that is wounded by fire cannot regenerate any 
more Body Points from that point on, even ones 

caused by none fire attacks 


Hill Troll 


Meaner and bigger then a standard troll, hill trolls 


carry massive great swords that can slice an 


opponent in half. 


Cost: 190pts 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


5 


8 


4 


8 


2 


Troll me) Cost: 60pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


6 


3 


4 


1 


1 


Alternate stats: 
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Cost: 115pts 


Notes: 
Regenerate: +3BP (after 3 turns) 


Giant Tusk: 

The inside of the tusk of a Hill Troll is greatly valued 
by certain brewers and potion makers. If you have a 
Master Ranger in your group he may skin it and sell 
the tusk for 50 coins at the end of the quest. 


River Troll @3 Cost: 250pts 
River Trolls live in the marshlands or swamps near 
the banks of rivers. Their flesh exhumes a vile slime 
which chokes anyone nearby. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


6 S97 | 3 10 1 


Notes: . 
Regenerate: +1BP ® or @* 


** Burn Degeneration: 

A River troll that is wounded by fire cannot 
regenerate any more Body Points from that point on, 
even ones caused by none fire attacks 


Distraction: Stench 
River Trolls have an over powering stench that 
makes fighting them extra difficult. 


Stupid: 

Before a Troll moves or attacks, roll 1d6. If a 1, 2 or 
3 is rolled, roll the 1d6 again and consult the chart 
below. 


Dice Effect 
Roll 
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12 The Troll will not attack but 
defends normally. Also the 
Troll will not move this turn 
(stands dumbfounded or lies 
down for a rest). 

3-4 The Troll can only move at 
half of its movement this turn 
but fights normally. 

5-6 The Troll goes berserk and 
charges the closest character 
(hero or monster) and attacks 
(the Troll will stop attacking 
on its next turn unless it rolls 
this result again). 


*Vomit: 

Instead of its normal attack, a troll can use a vomit 
attack, it automatically causes 3 Body Points of 
damage to its target (must be adjacent) that can be 
defended against normally. 


Stone Troll 


One particularly vicious form of Troll is the Stone 
Troll, whose hide is as tough as rock. They have the 
strange ability of sucking the very power of magic 
out of the surrounding area. 


Cost: 245pts 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


6 


Hey 


4 


10 


1 


Notes: 


Regenerate: +1BP ® or @* 


** Burn Degeneration: 
A Stone troll that is wounded by fire cannot 


regenerate any more Body Points from that point on, 


even ones caused by none fire attacks. 


Stupid: 


Before a Troll moves or attacks, roll 1d6. If a 1, 2 or 
3 is rolled, roll the 1d6 again and consult the chart 


below. 


Dice 
Roll 


Effect 


1-2 


The Troll will not attack but 
defends normally. Also the 
Troll will not move this turn 
(stands dumbfounded or lies 
down for a rest). 


3-4 


The Troll can only move at 
half of its movement this turn 
but fights normally. 


5-6 


The Troll goes berserk and 
charges the closest character 
(hero or monster) and attacks 
(the Troll will stop attacking 
on its next turn unless it rolls 
this result again). 


*Vomit: 


Instead of its normal attack, a troll can use a vomit 
attack, it automatically causes 3 Body Points of 
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damage to its target (must be adjacent) that can be 
defended against normally. 


Undead 


The undead are a horrific range of creatures that 
cling to life. Some are animated corpses who live by 
the power of magic. Almost all undead are mindless 
beings that have no goals or ambitions of their own. 
This makes them the perfect soldiers of Chaos. 


Banshee 9 Cost: 280pts 
A Banshee is a powerful 
Wraith, who wails 
constantly in battle. Her 
wail brings only death 
and despair to those who 
hear it. 


Banshees can choose to use two ranged attacks, they 
can how! or wail. 


*Howl: 

The howl attack uses the 4 Attack Dice and is 
worked out like any other ranged attack (shown in 
the Banshee's stats above). 


Wail: 

The wail attack does no damage but paralyzes all 
characters in earshot with fear. All characters 
affected become so fearful that their attacks are 
reduced to one combat die. The spell can be broken 
at once or on a future turn by each victim rolling 
1D6 for each Mind Point. On a roll of 6, the spell is 
broken. 


Cost: 280pts 


Even the large bones of these giants 
can be smashed by a heavy enough 
club. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


10 


4*(3) 


3 


3 


4 


Notes: 


Immunity: Physical Attacks (Excluding Magic 


weapons) 


Walk Through Walls 


Undead 
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Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 dif 3 14 0 
Notes: 
Double Defense 


Reach 


Weakness: Blunt Weapons 


Undead 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


8 


3% 


3 


1 


1 


Special Pass Through: 

Giants are so tall that they can easily step over 
furniture and other small figures (but cannot end 
their move on them). 


Carrion e Cost: 160pts 


Carrion are horrid undead birds that flock the skies at 
the behest of evil Chaos sorcery. They feast on 


Notes: 
Undead 


*Touch of Death: 

When reaper appears, the air turns cold. Any 
character hit by a death reaper risks being frozen. 
Roll 1 combat die. If a black shield is rolled, you are 
frozen. At the beginning of your next turn roll | 
combat die, if a white shield is rolled, you are 


hapless adventurers. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


15 


4/4 


4 


3 


0 


Notes: 
Flight 
Undead 


Death Reaper &) “’) 


Death Reapers are 


surrounded by a cold icy 
aura. Their touch can freeze 


the very heart of an 


opponent. 
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Cost: 105pts 


thawed and free to move again. 


Dire Wolf Gass 


Cost: 100pts 


Dire Wolves have skull-like heads and rotting black 
fur. Their eyes glow with unnatural light and their 
bodies dissolve into nothing ™ 
when they are slain. Doom 
Wolves, the strongest of the 
wolves, are specially bred to 


lead their packs into an 


unending service of carnage 


and darkness. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


12 


4 


3 


Notes: 


Gang: Dire Wolves 


Undead 

Doom Wolf © Cost: 110pts 

Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 

9 6 4 5 0 

Notes: 

Gang: Dire Wolves, Doom Wolves 

Undead 

Ghost 2) Cost: 150pts 


Notes: 

Insubstantial: 4 or less 

Pass Through: Insubstantial 
Undead 


Ghoul ©} 


Cost: 95pts 


Ghouls are the descendants 
of insane and evil hearted 
cannibals - men who ate the 
flesh of the dead. Over the 
years they have degenerated 
into a race that is no longer 
human. They live amongst 
places of the dead, feeding on 
corpses and sometimes 
attacking lone travellers or 
vulnerable groups. 


Ghosts are ethereal creatures or spirits, the shades of 
dead men returned to haunt the land of the living. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


8 


pi 


3 


2 


1 


Movement 
Squares 


Body Mind 
Points | Points 


10 3 ) 
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Notes: 
Undead 


Scavenge: For every creature killed in the Ghoul’s 
presence, place 1 counter on the ghoul. One counter 
can be removed any time to resurrect the ghoul. 


Liches 


Some Necromancers are powerful enough to defy 
death and return as evil hearted Liches. Although 

their flesh is shriveled and long dead, they are still 
immensely powerful sorcerers. 


Notes: 


Spell Caster: 3 Chaos spells. 


Undead 


Liche Priest 2 


Cost: 115pts 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
4 3 4 6 6 
Notes: 


Spell Caster: 6 Chaos, 6 Necromancer spells, or any 
combination of each. 


Undead 


Greater Liche @ 


Cost: 185pts 


Liche Cost: 90pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
4 4 3 6 3 
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Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
4 5 4 10 8 
Notes: 


Spell Caster: Up to 9 spells from Chaos spells, 
Darkness spells, or Necromancer spells. 


Undead 


Spell Caster: 5 Chaos spells or 5 necromancer 


Necromancer Cost: 165pts 


spells. 
A Necromancer is an evil wizard with powers over 
the world of the dead. His magic enables him to 
extend his own life for centuries and to raise corpses z 
to create Skeletons and Zombies. Nightmares 


Nightmares are horrific steeds of the undead. They 
have various forms. 


Nightmare 


A Nightmare appears out of 4,. 
the night, spitting fire from 
its nostrils and eyes blazing 
with light. Its mane and 
hooves glow with bright 
fire. It charges recklessly at 
anything in its path before 
vanishing almost instantly. 
Nightmares are mounts. 


Cost: 85pts 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


12 


3 


2 


5 


0 


8 


2 


4 


Notes: 


Life-link: Undead 
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Notes: 


Mountable: Wights, Wight Lords, Vampire Thralls, 


Vampire Counts, Vampire Lords, Liches and 
Necromancers 


Undead 


Winged Nightmare 


A Winged 
Nightmare is a 
massive creature 
assembled from the 
corpses of powerful 
monsters such as 
Manticores, Griffons 
and Hippogrifs. A 
Necromancer has to 
cast many spells to 
meld and fuse the remains of these monsters into this 
nightmarish horror. Winged Nightmares are mounts. 


of the magic that animates Zombies and Skeletons. 


They are very hard to overcome in single-handed 
combat. 


Cost: 220pts 


Mummy 2 Cost: 45pts 


] ( 
(\, 
> 
ZS 


Movement | Attack | Defend | Body | Mind E 
Squares Dice Dice Points | Points y 
15 5 4 | 10 | 0 ‘ 
Notes: : 
Flight on 


Mountable: Wights, Wight Lords, Vampire Thralls, 
Vampire Counts, Vampire Lords, Liches and 


TU 


Movement | Attack | Defend | Body | Mind 
Necromancers Squares Dice Dice Points | Points 
Undead 
4 3 4 2 0 
Notes: 
Mummies Undead 


Embalmed and preserved by secret and magical acts, 
Mummies are controlled by a more powerful version 
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Cursed Mummy 2 Cost: 70pts 
Cursed mummies are preserved in many oils and 
wrapped in bandages. This combination makes them 
extra venerable to fire. Cursed mummies are 
enchanted with many dark spells and wards used to 
punish any grave robbers. They retain this protection 
even in unlife. 


retain this protection even in unlife. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


4 


4/4 


5 


6 


) 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


4 | 4 |5 | 4 | 0 


Notes: 

Cursed 
Weakness: Fire 
Undead 


Tomb Guard Vad Cost: 110 or 160pts 
Tomb Guards are a eae 
preserved in many oils [he ara): 
and wrapped in 
bandages. This 
combination makes 
them extra venerable to 
fire. Tomb Guards are 
enchanted with many 
dark spells and wards 
used to punish any 
grave robbers. They 
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Notes: 
Undead 


Weakness: Fire 


Tomb Guards are either Cursed or have Curse of 


Leprosy 


Tomb Lord 


€ 


Cost: 150pts 


Tomb Lords are preserved in many oils and wrapped 
in bandages. This combination makes them extra 
venerable to fire. Tomb Lords are enchanted with 
many dark spells and wards used to punish any grave 
robbers. They retain this protection even in unlife. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


4 


a) 


6 


8 


4 


Notes: 
Cursed 


Weakness: Fire 


Undead 


Phantom o 


Cost: 355pts 


A phantom is a specter 
that has control over its 
ability to phase in and out 
of the physical realm. 
Most phantoms have been 
dead so long they forget 
what they once were. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


10 


3 


7 


2 


0 


Notes: 

Insubstantial: Selective* 
Invisibility* 

Pass Through: Insubstantial 
Undead 


*Untouchable: 

A phantom can be both insubstantial and invisible. It 
may move unseen around the board until it chooses 
to appear. An untouchable phantom can choose to 
reappear as tangible or insubstantial. 


Skeletons 


The animated remains of long dead warriors, 
Skeletons form the bulk of the armies of the Undead. 
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They are slow but relentless, controlled by Chaos 


magic. 

Skeleton Cost: 40pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


6 


2 


1 


0 


Notes: 


Diagonal Attack 


Undead 


Skeleton Archer 


Cost: 130pts 


Skeleton Archers are brittle and easily smashed by 


bludgeons and cudgels. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 2(2) 2 2 0 


Notes: 


Weakness: Blunt Weapons 


Undead 


Spirit Riders & 


(RWL) 


Cost: 75pts 


Undead 


*Blade of Sleep: 

If a Dark Skeleton causes 1 Body point of damage or 
more, their victim is thrust into dreamland. They 
cannot move, attack, or defend. They can awake at 
once or on a future turn by a rolling 1D6 for each of 
their Mind Points. If a 6 is rolled, the spell is 
broken. When the dark skeleton is killed, the 
enchantment on their blade is broken, however those 
afflicted with sleep remain so. 


Cost: 125pts 


Specter © 


These corporeal 
phantasms haunt 
travelers of roads and 
places of ghastly 
misdeed. Though most 
often benign, some 
specters can be 
provoked into attacking. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8 4 4 3 3 
Notes: 
Undead 
rd 
Dark Skeleton Cost: 125pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8 DF 4 3 0 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
6 4 2 4 0 

Notes: 

Insubstantial: 4 or Less 

Undead 


Spirit @ 


Cost: 110pts 


Spirits are weak manifestations of a ghost 
or lost soul. They are easily defeated and 
are rarely provoked. 


Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


8 


3 


Z 


Notes: 


eet 


eee 4 = 
Vhs fk - 


Immunity: Physical Attacks (Excluding Magic 
weapons) 

Wall Through Walls 

Undead 


Tomb Scorpion eG) Cost: 200pts 
The shell of the inanimate of the Scorpion is 
inscribed with hieroglyphs of binding, and a 
ceremony of awakening is spoken. This ceremony 
lasts from moonrise until the first rays of dawn. 
When the Tomb Kings go to war, the Liche Priests 
send out their call, and the Tomb Scorpions awake, 
clawing their way to the surface to fall upon their 
enemies with crushing claws and stinging tails. This 
blister contains one complete figure. 
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Movement 
Squares 


Attack 
Dice 


Defend 
Dice 


Body 
Points 


Mind 
Points 


8 


3/3/ 


6 


8 


0 


2* 


Notes: 
*Poison: Stinger (2CD attack only) 
Undead 


Undine ?) Cost: 170pts 
Undines are female water-spirits who 
like to associate with humans. They 
often join villagers in their dances and 
merry-making. An undine was created 
without a soul, but by marrying a mortal 
and bearing him a child she may obtain 
a soul and with it all the pains and 
penalties of the human race. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
10 6 6 3 4 
Notes: 


Intimidation: @ 
Spell Caster: Tempest, Lightening, Fear, Sleep 


Undead 


Vampires 


Vampires are human in 
appearance, but their blood is 
tainted with supernatural 
energy. They are undead 
immortals who must spend the 
hours of daylight resting in 
darkness, for strong sunlight 
burns their flesh and destroys 


Shape Shifter: Vampire Bat** 


Undead 


Crypt Keeper: 


Vampire can disappear and instantly teleport his 
Coffin or Crypt once per quest. 


Alternate form: Vampire Bat 


them. 
Vampire © Cost: 155pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
5 4* 4 5 5 


Notes: 


*Drain Body: +1BP 
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Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 

Vampire Bat Notes: 

*Drain Body: +1BP 

Flight 

Undead 

Vampire Thrall @3 Cost: 155pts 

Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 

10 3/3 or} 3 3 6 
4* 
Notes: 


*Drain Body: +1BP 
Life-link: Vampire, Vampire Count, or Vampire 
Lord (Only one can be life-linked to each thrall). 


Undead 


Vampire Count Q® Cost: 275pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
10 S/Sor| 4 9 7 
4% 
Notes: 


*Drain Body: +1BP 
Regenerate: +1BP @ 
Spell Caster: 4 Chaos spells or 4 Necromancer 


spells. 
Undead 


Crypt Keeper: 


Vampire Count can disappear and instantly teleport 


his Coffin or Crypt once per quest. 


Vampire Lord © 


Cost: 320pts 


Crypt Keeper: 
Vampire Lord can disappear and instantly teleport 
his Coffin or Crypt once per quest. 


Vampire Bat NA Cost: 160pts 


Vampire Bats have developed 
a taste for blood, turning them 
into frenzied attackers in the 


midst of battle. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


15 a 4 5 0 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
10 6/6 5 12 8 
Notes: 
Undead 


Regenerate: +1BP @ 
Spell Caster: 6 Chaos spells or 6 Necromancer 


spells. 
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Notes: 

*Drain Body: +1BP 
Flight 

Undead 


Wights 


Although their bodies are 
decayed leaving only bones 
and tattered flesh, Wights are 
held together by evil magic so 
strong that it has endured by 
centuries. They wear ancient 
battle gear, corroded by time. 


Their shriveled and horrific bodies are adorned with 


golden amulets and rings. 


Wight 


Cost: 100pts 


Movement 
Squares 


Attack 
Dice 


Body 
Points 


Mind 
Points 


4 


3% 


4 


0 


Notes: 
Undead 


*Mind Razor: 


The target of a Wight’s attack loses 1 Body Point 


and | Mind Point for each skull undefended. 


Wight Lord 


Cost: 150pts 


Movement 
Squares 


Attack 
Dice 


Body 
Points 


Mind 
Points 


4 


4* 


8 


0 


Wraithes 


Drained by dark magic, wraithes are only the shell of 
the being they once were. Wraithes suffer two 
phases, the first having no control over it physical 
from, and the second a fully realized wraith. 
Wraithes look like a almost substantial husk and a 
ghostlike cloak. 


Wrathling > Cost: 130pts 
Continual use of dark magic 
drains the soul and withers 

~ the body, until only an 
insubstantial husk remains, 
deprived of its substance and 
driven by a twisted mind. The 
victims of such foolishness 
are called Wraiths. 
Wrathlings still have a limited 
body of ethereal semi 


Notes: 
Undead 


*Mind Razor: 
The target of a Wight Lord’s attack loses 1 Body 
Point and 1 Mind Point for each skull undefended. 


162 


. substance. 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


4 


3 


5 


4 


Notes: 


Insubstantial: 4 or less 


Undead 


Wraith 


Continual use of dark 
magic drains the soul and 
withers the body, until 
only an insubstantial husk 
remains, deprived of its 
substance and driven by a 
twisted mind. The victims 
of such foolishness are 
called Wraiths. Once they 
were great men, wizards 
of considerable power, 
but now they are just 
shadows kept between life and death by their own 
bitterness. Their cloaks give them substance, but 
nothing remains of their physical bodies. They are 
dangerous because their chill touch drains life from 
living creatures. 


Cost: 180pts 


Zombies 


Like Skeletons, Zombies 
are magically animated 
corpses. Unlike Skeletons, 
some still bear traces of 
decaying flesh and muscle. 
Their movements are slow 
and awkward, and they 
carry the stench of the 
grave wherever they go. 


Zombie && Cost: 45pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


1 


0 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
8 3 4 3 6 
Notes: 


Drain Body: +1BP 

Immunity: Physical Attacks (Excluding Magic 
weapons) 

Walk Through Walls 

Undead 
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Servant of Darkness © Cost: 120pts 
Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 


6 


3 


4 


2 


0 


Notes: 
Undead 


Curse of Leprosy 


Zombie Dragon eS) Cost: 400pts 


Dragons have ruled the skies since time began, and 
they are fearsome and mighty creatures. When a 
dragon feels the call of death, it flies wearily off to 
the Plain of Bones to breathe its last among the 
bones off its kind. Here the winds of Dark Magic are 
strong and occasionally a dragon's massive wings 
will beat again with unnatural vigor. 


Movement | Attack | Defend | Body | Mind 
Squares Dice Dice Points | Points 
10 4* 9 14 0 
(7/7/7) 
Notes: 
Fearsome 
Flight 
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Undead 


Distraction: Cloud of Flies 
Zombie Dragons are surrounding by buzzing swarms 
of disease ridden flies. 


*Pestilential Breath: 

Zombie Dragons breath a stream of decaying vapor 
that blackens and shrivels the skin. Place the dragon 
breath template in front of the dragon in the direction 
you wish it to use its breath attack (must be a straight 
line, not diagonal). Ignore the fact that the template 
may go over into the next room or through walls, the 
breath attack cannot pass through solid walls or 
closed doors. Each figure that falls under the 
template takes 4 combat dice of damage and if they 
suffer a wound they also lose a single attack die and 
defend die for their next turn only. Undead are 
completely immune to the Zombie Dragons breath 
attack. 
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